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FYNEWS: 


Greg reports on his journey to the big 
island of Hawaii and across the pond 
to visit Psygnosis in Liverpool, England. 


EXECUTE: Page 14 


What could better fill the pages of 
EXECUTE than tons of codes for 
BaliBlazer Champions, NBA Jam 
Extreme, Nanotek Warrior, Need for 
Speed 2, Mech Warrior 2, Spider, 
Hardcode 4x4, plus a walkthrough for 
the first part of Wild Arms. 


EXCLUSIVE: Page cb 


Gex: Enter the Gecko. This month we | 


ask the greenish Gecko the really tough 
questions that you, the hard-core 
gamer, really want to know. Only we 
can deliver the exclusive infos as such. 


EXTREME: 


Spawn. This PlayStation™ game disc 
spins so fast, at sub-zero temperatures, 
it creates an anti-gravity field .002 
centimeters above it. 


EXPECTING: Page 3c 


The big pre-E3 extravaganza is upon 
us. Run for the hills! Hide the kids! Wash 
the dog! For goodness sake! 


EXRATED: Page 74 
One new game rated this month! 


EXPORT: Page 78 


Our three EXPORT pages are overflowing 
with the most joyously exciting, pant- 
wetting Japanese coverage available 
anywhere. We’re crying from the power 
of it. Holy men pay tribute to these pages. 
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APPLICATION TO MAIL AT PERIODICAL RATES PENDING AT SAN MATEO, CA AND ADDITIONAL MAILING OFFICES. POSTMASTER: SEND ADDRESS CHANGES TO: 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404-1108. PSEXTREME IS 


Welcome to what I'll call "E3 Before 
E3." There is so much good stuff in this issue, 
it looks like the Sears Christmas Catalogue 
got delivered in May. Over the course of the 
past four weeks, it has become apparent to 
me that this holiday season could possibly 
be the biggest in video game history. And, 
it's not because there are one or two "must- 
buy" games out there that will sell in big 
numbers, but because there will be a number 
of next-generation PlayStation titles that 
absolutely blow away, both technically and 
in terms of gameplay, anything you have seen, 
on any system, to this point in time. Before 
we get started, I want to let all of you know 
that this is the first of two issues worth of E3 
coverage. There are some notable companies 
missing from this product roundup, because 
of space limitations and our deadlines for 
receiving product. Those publishers missing 
in this issue will, more than likely, show up 
in the August issue of PSExtreme. 

Let's get started... The first game that 
comes to my mind is our focus in EXClusive 
this month, Crystal Dynamics' "Gex: Enter 
the Gecko". I have been playing games for 
more years than I care to recall, and it is only 
on the rarest of occasions that any product 
will have me leaning forward on the edge of 
my seat and shaking my head in pure 
amazement — the new Gex managed to do 
both. Then there's Tomb Raider 2. The folks 
at Eidos swung by our offices in early May 
with a playable first level (Lara in Venice, 
Italy) of the game, and it is more of everything 
we love about Tomb Raider, plus a few new 
wrinkles. Accolade came by to demonstrate 
their new driving game — by putting us 
behind the wheel of an on-screen Dodge Viper 
that looked almost photo-real. Not to mention 
the quick peeks that we have been given of 
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potential blockbusters like Crash Handivont 
2, Spawn (this month's cover feature), Blasto, 
NFL GameDay 98, Croc, Batman & Robin 
(take heart, Batman fans, this game looks 
WAY cool), Apocalypse and Pitfall 3D, and 
the amazing "ONE", from ASC Games and 
Visual Concepts. And these are just the games 
we've seen in the past two weeks! 

Technically, many of these games are 
reaching a level that is far beyond what 
development houses have been able to bring 
to market in the PlayStation's first two years. 
Gex, as an example, brings to life incredibly 
detailed, go anywhere, 3D environments that 
are animated, colorful and extremely detailed 
— not to mention some of the best looking 
character graphics that I've ever laid eyes on. 
In a similar vein, the 3D environment in 
ASC's "ONE" are absolutely huge — one 
level, in particular, is reminiscent of the 
canyon level in the N64's (yes, we do look 
at other stuff) "Shadows of the Empire" — 
only the textures are more detailed, the 
environments are better looking, the frame 
rate is faster and there are more enemies on 
screen! The folks at ASC tell us that the 
polygon worlds are streaming off of CD — 
meaning that they could use one CD to store 
an entire level, if they wanted, and that load 
times are virtually non-existent: 

Beyond the technological wonderment, 
these games are going to provide players with 
a tremendous amount of fun, with more 
choices, and at lower prices, than we have 
ever experienced in the history of gaming. 
I hope that our pre-E3 edition of EXPecting 
gets you excited about the months to come. 
We will follow this month up with a post- 
show report in our August issue. I hope you 
enjoy this issue, I'm going to go make out 
my Christmas list... 


Dave 
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This rugged and mighty off-road 
behemoth can conquer any terrain. 


Well balanced off-road ability and on-road 
handling keep the Jeep in every race. 
Land Rover" 


Defender 90 


Chevrolet’ 
-K1500 271" 


Quick and agile, this V8-powered 
import can negotiate the tightest 
spots due to its compact stature. 


Extraordinarily powerful and surprisingly 
controllable-a true off-road monster! 


=" Conquer The World's 
Most Wicked Terrain! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


ot 


Four ways to race: SINGLE RACE, 


Seg = ae FULL-SEASON, CLASS LEAGUES, 
12 tracks test your off-road skills. and MIXED wer 


Negotiate treacherous terrain as you 
battle for the checkered flag! ) 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


Unlimited replayability... much more challenging than your average racer. 


-PSExtreme 


TEST DRIVE 


OFE-READ 


i Test Drive is a trademark of Accolade, inc. © 1996 Accolade, Inc. 
To order direct Call: 1-800-245-7744 All rights reserved. Developed by Elite Systems. The Land Rover 
: name and logo are trademarks of Rover Group Limited used 
r) under license. Hummer and Humvee are the registered trade- 
; iV marks of A.M. General Corporation. JEEP and Jeep grille design 


.% a ee et | g 4 Pr Bas ‘ are registered trademarks of Chrysler Corporation, U.S.A. and 


KIDS TO ADULTS 


<= Trra_ciJ isi — are used under license. OCHRYSLER CORPORATION 1996, 
<_ —4 Ans Chevrolet K-1500 Z71 and Body Design are trademarks of 
PlayStation Ans Water Chevrolet Motor Division, General Motors Corporation, used 
. WINDOWS 95 www.accolade.com under license by Accolade, inc. The Need For Speed is a trade- 


mark of Electronic Arts. 


To the Big Doggs at PSExtreme, 


First off, all I’d like to say [is that] your magazine 
is great. Being a loyal PlayStation owner, it’s obvious 
why I am mindlessly drawn to PSExtreme 
whenever I take a trip to the Game Exchange. The 
mag rules! Although I find myself agreeing with 
most of your reviews, I have a major bone to pick 
with Eric concerning two tight games that he 
happily wiped his *$$ with and flushed down 
the stank Bronze toilet. These being Rally Cross 
and NBA Live ’97. 
Now I'll admit, Live ’97’s got some flaws, but you 
can’t put a game down for load times, especially 
a CD game, that is to be expected. If you doomed 
games due to loading times, Persona and Legacy 
of Kain would be stuck in the Bronze box as well. 
And I don’t think the game is any slower moving 
than, say, Shoot Out. As for control, it is certainly 
an acquired taste for fans of In the Zone 2 and 
Shootout ’97, but I actually like the loose control. 
Then, there’s Rally Cross. What the hell’s your 
problem, man?!! '75%?!! That review nearly made 
me vomit. Rally Cross (in my opinion) is the best 
racing game on the PlayStation. The sound and 
graphics are excellent, and only a few things can 
match the satisfaction of running your opponent 
off the road when taking a wide turn. The control 
of the first wave of cars sucks, yes, but if the 
handling bar is higher than the other bars, the car 
turns on a dime (resulting in a rolling crash if you 
drift at high speeds). The learning curve is tricky 
but not impossible. Any idiot can stay on the road 
after a few practice laps. The only part of the 
review I agree with is the fact that if you screw 
up one time, you gotta restart. But that’s the 
punishment for sorry skills. (is Jet Moto any 
different?). The bottom line (no pun intended) is 
that the game you trash is probably the next guy’s 
favorite. I'd appreciate it if you’d rate a game poorly 
due to obvious facts instead of personal dilemmas. 
Now if you’d PLEASE stay with me for a little 
longer, I have a few questions: 
1) When is Bushido Blade due out in the U.S.? 
&) What ever happened to Breath of Fire 3 and 
Fox Hunt? Is Capcom holding out on us? 
5) Is the PlayStation ever going to get a net-link 
hookup? 
4) What’s up with the damn chickens? Hot blooded 
chickens? What the hell? 


Thanks for hearin’ a brotha out, 
Davo “Chico Rico” Caraballo 


Reviews are one man’s opinion. Even if everyone 
here disagreed with Eric’s review(s), it wouldn’t 
be right to force him to change. Eric stands firmly 
behind his review, even amidst heated debate. He 
does, however, admit that it’s a much better game 
when played with Sony’s Analog Pad, but since 
barely anyone has one (it’s not even out in the 
U.S. as of this writing), it doesn’t make much 
difference. 

1) August/September. 

«) Breath of Fire 3 should be out by December. 
Fox Hunt came out quite a while ago. Check the 
bargain bins. 

3) Probably not. 

4) You have nothing to fear from the chickens. 
The chickens are your friends. 


Dear PSExtreme, 


I've been reading your magazine from the 
beginning, and I enjoy the changes you have made 
this past year, such as including information 
concerning the number of players, featuring a sales 
chart, etc. 

As for the editorial in your latest issue (Vol. 2, No. 
7), it was right on! Iam a 30 year-old professional 
who has been enjoying videogames for years. When 
I tell people that videogames are my hobby, they 
look at me as if Iam some geek who still hasn't 
grown up. Of course, as soon as I take out my old 
2600, Intellivision, Colecovision and the like, 
everyone joins in playing Pong, Asteroids, and the 
favorites they grew up with. Yes, I have a life 
outside of videogames — a wife and baby, a law 
practice — but that doesn't mean I can't still enjoy 
playing them. 

I do like your occasional references to video games 
of the past. However, more often than not they 
are incorrect. For example, you mentioned that 
the Atari 2600 Pitfall! was a 82K game. Although 
most early 2600 games were only eK, Pitfall! and 
those released in the mid 1980's were 4K and 
sometimes even 8K, thanks to the use of bank 
Switching. 

In addition, what is Spielberg's connection with 
Imagic? I have been writing and reading about 
this company for years and I have never heard 
Spielberg mentioned. As far as I know, Imagic was 
founded by ex-Atari and _ ex-Intellivision 
programmers. The only involvement Spielberg had 
with videogames of that era was when Atari made 
games based on E.T. and Raiders of The Lost Ark. 
According to the programmer himself, Spielberg 
had a hand in the project. 

Finally, your magazine is starting to go the way 
of some of your competitors in two disappointing 
ways. First, the Jurassic Park cover was quite 
obviously done to take advantage of the current 
interest in the movie — even though you didn't 
even have a reviewable copy of the game yet! 
Other game magazines do the same thing — 
featuring "Crash 2" and "Tomb Raider &" in big 
letters on the cover when there is nothing but a 
small paragraph and 1 or 8 pictures about them 
inside. Please save the cover for the gold/platinum 
game of the month or big news that IS covered 
inside. 

Secondly, more and more letters are being printed 
which contain off-the-wall nonsense instead of 
questions and comments about games and reviews. 
If I wanted to read that kind of 14 year-old kid 
crap and see letters with pictures of Street Fighter 
characters drawn in crayon, I'd buy Game Players 
instead. 

Iam only making these suggestions because I care 
about PSExtreme and enjoy reading it. Keep up 
the good work! 


MARK ANDROVICH 

Attorney, Mr. Mom, Cartoonist, 
Videogame Enthusiast 

Folsom, CA 


You got us on Pitfall. We’re humbled by your 
superior classic gaming trivia skills. 

The reference to Spielberg was not to his 
involvement with Imagic, it was to his involvement 
with Industrial Light & Magic, a different company, 
but it was indeed a mistake anyway... because 
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George Lucas owns ILM, not Spielberg! Ooops! 
We didn’t have a reviewable copy, but we did indeed 
have a playable copy and what we saw excited us. # 
The number one rule for cover material is that @ 
it must excite us. (Well, at least one of us has to , 
be excited). First looks at big upcoming titles excite 


us, even if we don’t have a whole lot of info, we 7 
feel that we should show what we've got rather @ 
than hold it back. We do try to feature a reviewable @ 


game on the cover but, lead times being what they @ 
are, this is not always possible. 4 
As far as the letters from 14 year-olds... We don’t | 
discriminate. Everyone has a chance at getting ; 
their letters printed. 


Thanks for the good feedback, and keep on readin’! 7 


Dear PSExterme, 


I recently picked up your June 1997 issue and I | 
got smacked in the face by something that has ; 
been gnawing at me for awhile. Your contributing — 
editor, Eric Winding, pointed out in one of his 
reviews that no less than ten new baseball games | 
were going to hit the shelves this year. That is | 
incredible, especially since none of them are | 
probably going to stand out in my book. This is for 
one simple reason. Back in the late '80's, a sports ° 
game came out that did something to shake the | 


sports gaming world. That game was Tecmo Bowl @ 
and what it had was stats. They made playing a @ 


season of football ten times more fun. In the years - 
that have followed, just about all the companies | 
have incorporated "extensive seasonal statistical | 


tracking" in their sports games and that is great, | ; 


but after almost ten years I want something new. 
The PlayStation has the ability to take sports games 
to a new level and I don't mean visually. 1 am tired @iy 
of companies putting out the same old sports game 
with redone graphics. I want a game that not only | 


has seasonal stats but career stat tracking.I don't Gy 
want one World Series crown, I want a dozen and =F 


I want to look back in the game and see I have | 
won them. When I hit 62 HR's, I don’t want it sent ° 
off into the "reset game zone", I want it . 


immortalized in history. The sports games have = 


one big difference from the rest of the games in | 
that they are simulated from real life. Sports . 
has history. When we were all playing little league 
growing up, who didn't imagine what it would 
be like to break Aaron's 755 career HR mark — 
but we couldn't then and we can't now in real life. | 
With the PlayStation though, we can. I want to * 


be the Rookie of the Year, the league MVP andend @ 
my career in the Hall of Fame, next to my hero, # 


no.7, the Mick. So come on guys make the games © 
feel like baseball, as well as look like baseball. I 
hope you guys print this letter or at least forward 
it to EA and the rest of them. 'Nuff said. 


Sincerely, 
P, Anderson 
via the internet | 


We couldn’t agree with you more! Can you say @ 


“VR Baseball ’97”? We should’a given that one | 


_— Address all mail to: 
EXMAIL 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: dd@quake.net 


~ Sweet Dreams. 


In the nightmarish world of 

the Swagman, members of 

the Dreamflight are being © 
held captive. The twins rf 
Zack and Hannah need 
your help to make the 
night safe again for 
happy dreams. 


Explore the eerie house. 
of the real world and — 
learn the bizarre secre 
of the dream world wi 
Zack and Hannah in 6 
massive levels of adventt 
with 16 graphically intens 
3-D settings. 2 


"Swagman is 
eye-popping!" 


-GameFan 


- “Swagman’s dream-like 

graphics and involving 

gameplay will capture the 
player’s imagination!” 
-PS Extreme 
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SWAGMAN, CORE and Eidos Interactive are trademarks of EIDOS, PLC. © 1997 EIDOS. The ratings icon is a trademark of the Interactive Digital Software Association. Eidos Interactive, 303 Sacramento St., San Francisco, CA 94111 


For Swagman hints and tips: CALL 1-900-77EIDOS $.95 per minute / Must have touchtone phone / If under 18, must have parent's permission 


From Europe comes a tasty spot of news: It 
seems Sony has become quite the unstop- 
pable juggernaut with more and more of 
Nintendo’s most popular third party devel- 
opers (i.e., Squaresoft, Enix) signing on to 
make games for the little grey box. In this 
case, their newest acquisition comes from 
six key members of Rare, the codemasters 
behind such Nintendo classics as the Donkey 
Kong Country series, Killer Instinct and, 
more recently, Blast Corps, who have left to 
set up a new company called Eighth Wonder. 
They are currently working on their first 
PlayStation title to be released early next 
year. While Rare will no doubt continue mak- 
ing plenty of Nintendo titles, it is the fact 
that Nintendo’s own sweethearts have decid- 
ed to support the PlayStation that is extreme- 
ly significant. We’ll keep you posted as more 
information becomes available. 


PSX TAMAGOTCHI? 


As coincidence would have it, there is cur- 
rently a Tamagotchi-like PlayStation title in 
the works in Japan. For those of you not 
paying attention to the latest fads, 
Tamagotchi is that LCD “virtual chicken“ 
game that’s sweeping the world by storm. 
How it will translate to a PlayStation game 
remains to be seen but, as we all knew, it 
was only a matter of time. 


PAC MAN IN THE ROUND 


Among the many games Namco will be debut- 
ing at this year’s Ed, (see the four pages 
of coverage in this issue’s EXPECTING for 
all the details) there is still one they’ve cho- 
sen to keep under wraps until the day of the 
show. This would be a brand new, internal- 
ly developed, 3D Pac-Man. While details 
on what the game is really like are sketchy 
at best, we feel it could go either way. A 3D 
version of the old classic would be extreme- 
ly cool, but, so would a free-roaming Mario- 
style adventure featuring the entire Pac-Man 
cast of characters. In any event, you’ll know 
as soon as we do with plenty of special E3 
goodies in our wrap-up coverage next month. 


AROUND THE WORLD IN 
A WEEK, UGH! 


Yes, it’s true. Greg once again set sail from 
sea to shining sea, attending a multitude 
of press junkets (well... three) in a record 
amount of time, in order to gather the lat- 
est and greatest last minute PlayStation 
news for you, our fine readers. First stop on 
his tour was the tropical shores of Honolulu, 
where Sony had gathered an elite group of 
gaming press to witness the opening of 
Squaresoft’s new Hawaiian offices, as well 
as get a chance to talk, one-on-one, with the 
creators behind what we feel will be one of 
THE biggest games of the year — the epic 
Final Fantasy VII. The purpose for the new 
Hawaiian offices are two-fold. First, this will 
be the studio where, primarily, most of the 
work will be done on their upcoming, full- 
length CG-animated movie that will revolve 
around the Final Fantasy characters and 
universe. Believe it or not, this film is going 
to be marketed and released for the US mar- 
ket and Square has actually brought on some 
of the animators from Disney’s blockbuster 
SGl-extravaganza, Toy Story, to do the work. 
Secondly, since Square already has offices 
in Tokyo and Los Angeles, they felt Hawaii 
was the logical choice to bridge the gap 
between the two. We’re just not sure on how 
anybody is going to get any work done when 
your offices are only a few blocks from the 
beach and, out of every window, you get a 
panoramic view of the coastline ... Hmm. 
Due to time constraints, we’ll go into greater 
detail in next month’s issue with the vari- 
ous one-on-one interviews that were con- 
ducted. On a disappointing note, Square had 
confirmed that the sharp-looking and play- 
ing Tobal & will not be coming to America — 
see this month’s EXPORT section for more 
details. 

Next stop on his whirlwind tour was down 
to smoggy LA for a day of Dreamworks 
Interactive. Here, we were shown a much 
more completed Lost World: Jurassic Park, 
a new PSX game titled Skullmonkeys and a 
host of PC titles revolving around Lost World. 
Since we don’t cover PC products, we won’t 
mention them here, and if you’re a dedicated 
reader, then you’ve already read plenty 
on Lost World which is now scheduled to ship 


sometime in August. That leaves 
Skullmonkeys, which is created by Doug 
Tenapel of Earth Worm dim fame. 
Skullmonkeys is, in actuality, a sequel of 
sorts to Dreamworks earlier PC title, The 
Neverhood, and features the same lead char- 
acter, Klaymen. The game was created using 
the same stop-motion, claymation process 
and is chock full o’ humor, just like EWd. 
In fact, you won't find any kind of 3D, polyg- 
onal texture-mapped stuff here, instead 
we're given a tribute to classic, tight-play- 
ing 16-bit games with gorgeous, Donkey Kong 
Country-like graphics. Last on the list was 
a trip to Great Britain’s Liverpool, home 
of the Beatles and the only place where you 
can get steak and kidney pie, yum yum. Here 
we were shown Psygnosis’ incredible E3 line- 
up (of which you can see and read all about 
in our Ed EXPECTING section elsewhere 
in this issue) which consist of Colony Wars, 
Overboard, F1 ‘97, G-Police, Shadow Master, 
Psybadek and a free-roaming 3D Mario-style 
game called Rascal, which will not be offi- 
cially debuted until this June at the big show 
in beautiful Atlanta, GA. You can expect to 
see plenty more on their stuff, in greater 
detail, in next month’s issue. 
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Each month we'll hex the best code sent in by 

_ our loyal and intelligent readers and send that 
person a brand spankin’ new copy of ASCI's 
hot new RPG oe the PlayStation, | 
(that’s right, I I, the sequel is ready!) or, ‘if 
fighting’s ‘your > thing, / 

_ (you decide.) But wait! That’s not all: if you ‘act 

: now, we'll also include ASCII’s super stylish 

‘ i for the PlayStation, for your 
controlling pleasure, PLUS 

of the best, the only, monthly dedicated 


PlayStation magazine, me, of course! 
Whoa! That’s a lot of cool stuff for just a code; 
what are ‘you lag for? 


, Congratulations and thanks go to this month’s 
winner, Bo Bob, you 
psycho hacker, you better watch it, you'll have 
_the CIA knocking on your door wanting to 

_ recruit you to hack into Russian computers! 


I am the man. I ‘used my computer 
to hack away at Ballblazers for the 
PlayStation searched for codes for 2 


days. I finally found one! 
SHRINK Go to the 
: password screen and enter the 


p SOR ee 


Top to bottom, they resemble a 
; smiley face. , 


CONTEST RULES: aivene of any age can enter. The only people not 
eligible to win are employees of Dimension Publishing or ASCII 
_ Entertainment, their friends, family, pets and anyone they talk to or know 
of. Dimension Publishing reserves the right to make any and all decisions 
regarding the contest. One winner per month will be chosen, at Dimension 
Publishing’s discretion, based on the code or trick supplied by the entrant. 


want to receive (King’s Field or an ASCII Specialized Stick), then we will 
choose — you. 


NanoTek Warrior CD into your PC and 


of taking the usual set path. bes ae ak 


If you win but do not specify, in your code submission, which prize you _ 


| : | Y REFILL: Pause the 
game and Press 4, 4, %, %, UV, #%, Ui, A, &, 

, O. Enter this code whenever your 
lives and weapons are low. 


TOTAL TEHWE OO 15: 41 
Lap TEHE: oo 15: 41 


LAP 1/1 


Enter the initials 


At the tip-off, press ‘ 


5 si ? ? ? ? 


At the tip-off, press 


? ’ ’ ? 


. Use the 
Beachball code first to play with a giant 
soccer ball. 


Chagas the RACE TYPE 
option, then TIME TRIAL. Choose 
START RACE, then EDIT NAMES, and 
enter the name iz 
disembodied head appears in the upper- 
right corner. Press A twice to return to 
the main menu, then select rainy 
weather. Start a race and watch the 
froggies drop to earth like a Biblical 
plague or somethin’. 

Follow the process 
above and enter the name 
Choose your new truck, "Mother, " from 
the main menu. 


Pause the game and 

. The 
camera keeps the ship in the center of 
the screen at all times. 


press VY, LU, A, 


Insert the 


you can check out a bunch of files in 

the disc, including several text files 

(from where these cheats came from). 
Pause the game 

and press ©, : 

Now the tube curves randomly instead 


REGGRD 


149.95 


Press and hold Ll, L2, 
, and * (after selecting 
RACE). 


Pause the game and press R1, Rl, Enter the 


, L2, ¥. The locations of the enemies 
and obstacles are slightly rotated, 
starting with the next level. 

Pause the game 


password é 
Use the PASSWORD 
option at the OPTIONS menu to race 
with a hidden vehicle. You can enter the 
passwords in two-player mode, but only 
Player 1 gets to use 'em. Don't change 
your car at the option screen, or you 
have to re-enter the password. 
: Army Truck. 


and press A, O, 0, 
. The game switches to what’ S 
practically a first-person cockpit view. 


: VW 


tr Rees, 


CATH. ST HAVE | 
TOWwUUS, 


Garose Inc. All rights reserved. Wargods, Midway® and all 


+ME: : School Bus. 
VE: Dunno. : Grate: 
PME: Truck “rr LiL 
rd Indigo. LI] i: Limo. Mz 
azda, Miata. 1: Outhouse. 
: Audi ‘Quatro, MV : Semi 
IC : Ice Cream Truck. 
Y. : Stand Type A. VE: Stand 
e B. : Stand Type C. 
MME: ure [RE : T. Rex. 
| : VW Van. Vi 1: Volvo. 


: Wagon sans ree: 
leep Yo. 


en you start the game, you. can choose 
y of the three characters. Go with "A 
ndering youth." His name is Rudy 


,Rudy’s story begins, he finishes up work 
the Surf Village stables, is complimented 


1en you’re done talking, have a, little fun 
busing Rudy by approaching the horses 
9m. behind and pressing the X button. 
Now pick up and throw a few of the 
hickens. There’s no feeling quite like tossing 
oultry, is there? Throw the chicken that 
langs out near the Memory Bird to get a 
ight Shroom every time. 

ick up and smash the crates near the 
table for a Hardy Apple and a Heal Berry. 
Remember to grab and smash the crates 
round every village you enter to find a 
ew goodies. (You can also check out all the 
els, but that’s a slightly more tedious 
ask.) Walk through the stable and out to 
€ main village, then explore the town 
ind talk to everyone you see. Repeated 
terrogation is a time-honored procedure 
f role-playing games (heh). The man near 
ae fence tells you a story about Holy 


St 


walkthrough. We learn from chatting with 
the woman in the southeast house that 
Rudy is an orphan, thanks to her 
insensitive comment. 

Go into the house next to the Memory Bird 
and talk to Mayor Pifer on the second floor. 
CYou can talk to his wife on the first floor 
to take a rest first.) He gives you Bombs. 
When you try to go downstairs, a man 
coming upstairs bumps into you. 

The man is freaked, because a kid from 
the village wandered into the nearby Berry 
Cave. Walk into the northwest house and 
you meet the kid’s parents. Buy a few Heal 
Berries if you want, then talk to the 
Memory Bird and save the game. 

Leave the Village, walk south and enter the 
Berry Cave. 

There’s a guard at the entrance. 

Walk north and read the sign about bats 
bringing danger. Blow up the big crate and 
take the Heal Berry inside; 

you’ll use Bombs on all the large crates 
you find. 

Walk north into the cave and you inevitably 
get into your first fight with a monster, 
most probably a Balloon. 

Stick to your basic attack and save up your 
ARM ammo. Beat the critters in your path 
and walk east and south into the next area. 
Pull the lever to move the statue out of 
your way. 

Walk south to find a batch of crates in the 
way. No goodies, though. What a gyp. 
Continue south and open a chest with 50 
gella. Show me the mon—no, wait, if I use 
that catchphrase, I’ll have to kill myself, 
since I swore to kill anyone else who uses 
it. You come to a sign that tells you not 
to go any further. Heh, heh. Plant a Bomb 
and blow that sucker into splinters. 

Walk north along the path until you reach 
a lever. Walk north and blow up the large 
crate, then throw the lever to move the 
statue, which won’t move until the crate 
is gone. 

Walk north into the next area. 

Don’t run down the path or you’ll draw the 
attention of several nasty bats. 

Just walk normally along the path. You’re 
now encountering bigger and badder 
monsters, but resist the urge to whip out 
the Hand Cannon. (In fact, throughout most 
of the game, you can have Jack and Rudy 
use the "Reserve" combat setting, which 
has them use their regular attacks, and 
put Cecilia on a setting where she 
occasionally uses her magic.) When you 
reach the intersection, walk northeast and 
open the chest for a Holy Symbol, which 
calls off the Bats if you foolishly triggered 
them. 

Walk south for a Heal Berry in the chest, 
then return to the intersection and go 


southeast down the path. Follow it all the 
way around to a pile of crates; blow up the 
big one for a Heal Berry. Walk down the 
stairs and blow open the north cave. (You 
can also head east to find a hidden chest 
with 300 gella.) 

Inside are three chests and three Apples. 
Now go south and blow up the big crate for 
a Heal Berry. Continue south to two 
switches; throw the left switch, then the 
right switch, to move both statues. Walk 
south into the next area. 

Open the chest for a Bullet Clip, then walk 
onto the star seal and press the action 
button. Now you can save your game. 
Continue walking west and north to find 
Tony, the mentally challenged youth. Blow 
up the passage behind him and walk north 
into the next area. 

Open the hard-to-spot chest on the east 
side for a Bandanna. Equip it for some 
extra head protection. 

You should be at Level 3 (and with a full 
complement of HP) by now. If you’re not, 
go fight more monsters to build your 
experience, then come back. (This is a 
procedure you should follow before you 
fight any "boss" creature.) Walk north and 
pick up the Holy Berry. Tony shows up and 
takes the Berry for his sick dad, as you 
run out of the shakin’, quakin’ Cave. 
Tony gets a scolding from the Village people 
C"It’s fun to stay at the "Beh-err-ry Cave, 
it’s fun to stay at the...") at the Cave 
entrance. 
As you're getting ready to leave, a Zombie 
stumbles out of the shadows and attacks. 
NOW you can use Rudy’s Hand Cannon, 
which does a great deal of damage to your 
undead opponent. 

Scarf a Heal Berry whenever your health 
gets uncomfortably low. As the battle goes 
on, you can lock on your ARM for a 
guaranteed hit with each shot. 

After the Zombie bites the dust, the 
ungrateful villagers turn on you, just 
because you’re in possession of the ARM. 
One man even looked through your stuff. 
The villagers insist you return with them 
to be judged; you can’t leave until you 
say "Yes" and agree. Walk downstairs in 
the Mayor’s house and he gives you the 
bad news: hit the road, Jack, and don’t you 
come back no more. 

Talk to Tony’s parents to give ‘em a little 
guilt, then walk south out of town. Tony 
stops you and apologizes for getting you 
booted from the Village. Gee, no problem. 
How did you know you’d destroy Rudy’s 
life? 

Leave the Village again; this time, the screen 
changes to a moody black-and-white color 
scheme, and you can choose another 
character. 


* 
7 e ‘ . e e-. 
« e + *@ . . > * ~% 


Ps ee . , ">. 


i » : . _ + : , + 
i. SPRUCE - BAS SLWAYS HAD THREE. SIMENSZTONG «*.. 6. °*.. 
ta es ) ” : i ? * s ad : ad . ; 7 < 
* ‘ * ‘ ‘i caf * -_ x ey -—s 
ae O.WHY HAVE SHOOTER GAMES ONLY GIVEN YOU TWO? . 
. . . @ noe PS , . 
‘ . ; > . e ° ° s @ . : sd 
‘ < ete , | 
: 
Introducing a new dimension in shooters - Xevious 3D/Gt A spectacular 3D ; ee : 
bh *. s ‘ ¥ * A * . * . A ; ne 
¢ . shoot-fest, where it’s you and all your new, improved interstellar weaponry * ° : 
4 against an entire galaxy of tough, nasty aliens. You gét Xevious 3D/G, plus - 
’ three other classic Xevious games. . 
« ‘ ee +. 
ig (Little alien caskets sold separately.) : 
ce a 7 _ 2 : . “es 
,. XEVIOUS ™ 3D/G+ © 1997 Namco Ltd. All ascend PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment. The*ratings icon.is a registered trademark of the Interactive Digital Software Association. 
* * ‘ . . . i : ‘ * ; 
Be " ; é .* . 23 ; 5 * a $ a oe 
. ‘ ‘ | ° ° * 


vitch to Jack Van Burace, "A treasure 
iter a brief discussion with Hanpan, your 
rodent companion, you enter the Temple 


(9 tick with Jack. The Temple activates a 
booby-trap and drops you into its depths. 
Jack runs around like a crazy person, 
odging danger as the text fills you in on 
his shady background. 
When you regain control of Jack, walk 
ltside, read the note, and open the chest 
or a Heal Berry. 
alk into the northwest corner, read the 
note, and launch Hanpan across the gap 
to grab the Cowboy Hat inside the chest. 
Walk east to a chest behind tiny holes in 
e floor; when you walk on the holes, 
spikes stick out a moment later. Walk into 
ine northeast corner and press the button, 
n go west and walk up the stairs. 
[The stones in front of you are pushable 
jlocks. Push one of them south. 
Run south over the spikes before they poke 
ou. At the south end of the room, use 
Hanpan to open the chest for a Heal Berry. 
Go through the southeast door and press 
he button, then go through the southwest 
oor and up the stairs. 
_ Run west to avoid the wall spikes and grab 
e Heal Berry from the chest, then run 
ast, take another Heal Berry, and walk 
hrough the door. 
uaunch Hanpan across the north gap to 
ait the button. (You must push the middle 
block out of the way first.) 
: eturn south, run west, and go up the 


ve the game with the star seal, then walk 
10rth and read the note. Hit both buttons 
© make a third button appear on the 
ound. 

Press it to open the gate and walk north 
o the next area. Walk north through the 
irst intersection, and west through the 
econd. Walk into the southwest corner 
and open the chests for a Heal Berry and 
, Hide Glove. (This is a good room to get 
XP for increasing your character’s levels.) 
aquip the Glove on the left hand. Now go 
hrough the northwest door to the next 
oom. Stand on one switch and launch 
Janpan onto the other to create a portal. 
Nalk into the portal and activate the 
nachine to watch a holographic message 
rom an Elw, a creature indigenous to 


Ise the second portal and walk south to 
eave the Temple. The screen once again 
ades to black and white. 

$witch to the third and final character, 
cilia Lynne Adlehyde, "A girl from an 


Enter your new name when prompted, 
or stick with Cecilia. Pll be calling her CC 
at a few points during this walkthrough, 
because I like cute nicknames. As you 
awaken, your classmates taunt you for 
spacing out during class. Well, excuse HER 
for having a vision about the fate of the 
world! 

Your "friends" suggest you say goodbye 
before returning to Adlehyde. Okey-doke. 
Walk around the Abbey and talk to 


everyone you find, starting with Sister 


Mary in the classroom. Among the more 
interesting people you meet are Chef 
Jacques, a nun who casts a purifying spell 
on you, and a Magic Guild where you can 
bind magic to a Crest Graph. 

You also find a Memory Bird up the west 
stairs in the south section of the Guild. 
When you’re ready to start solving puzzles, 
go to the northeast classroom in the Abbey 
and talk to the teacher, who gives you a 
Crest Graph. Now walk into the adjacent 
room to the west and talk to the woman 
surrounded by books. She asks you to find 
Anje and get her Pocket Watch. She’d rather 
use magic than clean up her mess? 

Go to the south section of the Guild and up 
the east stairs. Talk to Anje and he puts 
a Guardian Stone on the table. Stand next 
to the Stone and use your Tear Drop to 
activate it. 

The impressed Anje gives you the Watch. 
Return to the library and you automatically 
use the Watch to clean up the book spill. 
Read the book left on the floor for another 
message from that dream-sequence thing. 
Talk to Sister Mary, who gives you some 
info about the Sealed Library, and how the 
Guardians summoned you to it. Veddy 
interesting. 

Talk to everyone again for more info about 
the Library. In particular, make sure you 
talk to Lila, who’s up the west stairs and 
laying in bed. 

Also chat with the girl in the west corridor 
who mentions switches. Go bind a defensive 
spell, such as Shield to CC’s Crest Graph. 
She already has an offensive spell. Shield 
becomes very useful later. 

Return to the north section and walk out 
the middle door to the courtyard with the 
statues. Push the switches on the statues 
and push the statues around so that they 
face each other. 

Use the Tear Drop while standing between 
the statues. Now walk north and check out 
the symbol on the wall. Walk underneath 
the symbol and use the Tear Drop again 
to teleport to the Sealed Library. 

Use the Tear Drop in front of the door to 
open it. In the next room, pick up the 
northeast crate to reveal a button. 

Push it and walk north into the next room, 


then go down the stairs. The next room 
is filled with crates and chests (Magic 
Carrot and Medicine inside). Grab a crate 
and throw it at the crystal to open the door. 
Continue north into the library. Destroy 
the first two crates, but hold on to the third 
one. Walk over to the switch on the floor 
to create the crystal. Walk over to the 
crystal and throw the crate at the crystal 
to open the door. Open the two chests for 
Heal Berries. 
Walk north into the library. 
Read the books on each and every one of 
the bookshelves for 20 tons of plot- 
thickening information on the history of 
the world—everything from aliens to magic 
spells. When you’re done reading, raid the 
southwest chest for a Magic Carrot and the 
southeast chest for a Capuche. Two of the 
three books you’re looking for are in the 
northeast and southeast corners. The third 
book is on the west side of the room, 
partially hidden by the shelf. Throw all 
three books into the fire at the north end 
of the library, then go down the stairs which 
open up below it. 7 

Try reading De Le Metalica, the book on 
the west shelf; it’s magically sealed. 
Don’t worry about it for now; you’ll get to 
read it MUCH later on in the game. Read 
the book on the table to awaken a monster 
called Nelgaul. 
Actually, DON’T open the book until you’re 
at Level 3 or higher. Gotta be strong! When 
fighting Nelgaul, use the Shield spell twice 
and you won’t get hurt. 

When it croaks, you free Stoldark, the 
Guardian who was trapped inside the pages. 
He turns into the Water Rune, and you 
automatically teleport back to the Abbey. 
Talk to everyone one last time, then walk 
south to leave the Abbey and witness a 
third black-and-white scene. 
Switch back to Rudy and walk southwest 
through the mountains. Stop at the carriage 
with the smoking chimnéy, where you can 
buy Heal Berries, Antidotes and Medicine. 
See the wooden sign to the west? It tells 
you that Adlehyde is southeast. Run in that 
direction and go into town. As you enter, 
someone shouts that there’s been an 
accident at Lolithia’s Tomb, while several 
people run back and forth like they’ve got 
ants in their pants. 
Talk to the Memory Bird next to the Inn 
and switch to Jack. Walk southeast to find 
the same wooden sign Rudy saw earlier. 
Keep going southeast and into Adlehyde. 
Check out the neat picture-in-picture effect. 
It’s like owning one of those fancy $500 
TVs! 

Walk to the Memory Bird and switch 
control again to Cecilia. Walk north and 
read the sign, which guides you northeast 
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A gear-grinding joyride 
from the makers of 
Destruction Derby 1 & 2. 


Strap yourself in pal, because Thunder Truck Rally is putting you in the 
driver's seat of destruction. When you get behind the wheel of a two-ton, 
nitro-burning, sedan-eating, four-story 4x4 steel 
beast, the result is high-octane excitement. Pound 
asphalt, dirt and the competition into submission in 
several monster vehicles. And with life-like 4WD 
suspension, 360° range of motion and killer 3D 
landscapes, kicking-ass will look kick-ass. Ravage 
roads. Trample trouble. Send family wagons to meet their maker. Get 
Thunder Truck Rally, and get ready to shred. 


The ratings icon is a trademark of the Interactive Digital Software Association. Psygnosis, the Psygnosis logo 
and Thunder Truck Rally are trademarks of Psygnosis Ltd. © 1996 Psygnosis Ltd. Always wear a seatbelt. 
Playstation and the Playstation logos are trademarks of Sony Computer Entertainment Inc. 
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LAY DOWN THE PERFECT BUNT AND 
SQUEEZE THE RUNNER HOME WITH 
SIMULTANEOUS BATTER AND 
BASERUNNER CONTROL. 
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VR Baseball ‘97 is the next generation baseball game that lets you 
control both the batter and baserunners simultaneously. Hit and 
run, tag up, steal, stretch out a double or execute a squeeze play. 
VR Baseball’s completely new, easy-to-use controller design 
provides total bat control for power, contact, bunt and pull-hitting 
as well as control over pitch selection and speed with unlimited pitch 
locations. You can even control a real 3-D camera that let’s you play 
from any position or angle because only VR Baseball has a true 
3-D engine. 


Virtual FieldVision™ technology creates an immersive, ultra-realistic, 
gaming environment that lets you play the game from any view or 
perspective. You can even play from the ball’s view if you don’t mind 
getting knocked around. 


Four uniform options per team including updated colors and team 
logos for 1997. Plus, four play options and three difficulty settings for 
the skill level most challenging to you. | 


Instant access to pitch selection, speed and control for unlimited 
plate locations without menus. Total bat control for power, contact, 
bunt and pull-hitting without tipping your hand to your opponent. 


Super-fast Season Play mode with top IO or full stats. Plus, 
mid-season All-Star voting and game. 


, a@ true physics model controls velocity, 
rotation, gravity and air friction for true flight, 
bounce and roll for varying surfaces like Astroturf, 
grass, dirt and fences. 


VR Baseball ‘97 


~— 
4 a> 


© 1997 Interplay Productions. All right reserved. VR Sports, VR Baseball and The Difference Is Real 

are trademarks of Interplay Productions. All rights reserved. Major League Baseball trademarks and go 

copyrights are used with permission of Major League Baseball Properties Inc. ©MLBPA Official Licensee-Major League 7 — 4 

Baseball Players Association. Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. PlayStation and the PlayStation logo are et PlayStation 

trademarks of Sony Computer Entertainment Inc. Microsoft, Windows and the Windows95 logo are registered trademarks of Microsoft COMING SOON!!! 
Corporation.All rights reserved. All other copyrights and trademarks are the property of their respective owners. 


lehyde. 

h to Cecilia, then walk north and into 
astle. Keep walking straight north all 
way into the Throne Room and talk 


ore the west side of the Castle to find 
on Stone in the southwest room. Now 
outside the Castle and search along 
orth side to find a chest with 200 


onto the ledge south of the gella chest 
nd a chest with a Crest Graph. Yes! 
rn to the town of Adlehyde. Go to 
a’s house on the east side of town; 
lere’s a Small symbol on the front. 
upstairs and talk to her. Several 
entlemen come upstairs and tell Emma 
ley messed up at the Tomb. Nice of you 
) come clean, boys. 
back and talk to Rudy and Jack to have 
em join you. 
to the Weapon Shop and buy everyone 
yme fancy new weaponry. CC gets the 
agical Rod and White Robe; Rudy gets 
e Hard Cloak and Long Sword; Jack gets 
ie Chrome Blade and War Coat. Wander 
round the town and talk to people. Don’t 
shy. There’s a kinda-sorta secret crate 
on the west side of the church with an 
ntidote inside. There’s a guy in the 
northeast corner of town with a chest full 
Heat Salve. 
here are two houses with item-filled crates 
he north side of town. Most unusually 
f all, there’s a house in the southeast 
ner with stairs going downward, 
shough they’re blocked by crates. How 
do you get in? 
Worry about it later. For now, head outta 
wn and walk north to Lolithia’s Tomb. 
Vho’s buried there, I wonder?) 
to the man at the Tomb entrance (you 
wn answer yes or no). 
o through the east door and open the 
hests behind the wall of pushable blocks 
r Mystic and Power Apples. Return outside 
1d go through the west door to find three 
1ests with two Heal Berries and a Potion 
erry that heals up to 1,000 HP of damage. 
2ems like a lot right now, but it ain’t gonna 
° nuttin’ later in the game. Return outside 
= climb the east ladder. Walk around the 
dge and push the old man when you reach 


: provides an important clue about the 
Tomb: you can drop off a ledge wherever 
there’s not a railing. 

Go through the door and talk to the wise 
Kimma, then blow open the door behind her 
and grab the Buckler in the chest. 

Equip Rudy with it and jump down to the 

pound. (We can’t get that chest to the right, 
ist “sol mae s for considerably later in 

bd Tale to the guards, blow i the 


rubble behind them, and walk north 
through the tunnel to the next area. 
You’ll get into your first battles with all 
three characters. Make sure Jack and Rudy 
are fighting on the Reserve setting, so they 
don’t use up their MP/ammo on wimpy 
enemies. 

Walk through the north door and blow 
up the rubble in the corner to reveal a 
button. Press it to lower the west wall. Take 
the Heal Berry out of the yellow chest, 
which explodes after you open it, and go 
up the stairs. (To open exploding chests 
without taking damage, switch to Jack and 
use Hanpan.) Walk east and open the chest 
for 50 gella, then walk west and blow up 
the block in your path. Drop off the ledge 
and hit the button to lower the wall. Walk 
north through the door and keep going 
through the next room—push one of the 
blocks and hit the button—auntil you find 
an exploding chest with a Crest Graph. 
Return south and climb back to where you 
dropped off the ledge, but this time, go 
north to the next area. 

Walk east and climb the ladder, blowing the 
rock at the top. Go up the second ladder, 
then climb up the right-hand ladder. Open 
the exploding chest for a Revive Fruit and 
climb up the ladder to the highest ledge in 
this area. 

Now go west to the north door and drop 
south to the next ledge. Walk east and blow 
up the rock. Run to the far west, climb 
down the ladder, and blow up the rock to 
the east. Climb the ladder behind the rock, 
go east, and drop to the rock between the 
walls. Blow up the rock, and lo, you’ve found 
a button. Walk to the left, then turn and 
shoot the button with Hanpan as Jack. This 
raises the walls without trapping you behind 
them. Clever, eh? 

Climb down and open the chest on the west 
side of the room for 130 gella. Go through 
the north door and save the game at the 
seal. Walk north into the next area, then 
go through the north door into a room with 


a magic door and two chests behind push-. 


blocks. 

To get to the northwest chest, push the first 
block right, then walk north and push. Now 
push the left block up and you have a clear 
path to the chest, with a Magic Carrot 
inside. Use the pattern (but flipped, of 
course) for the northeast chest to get a 
Heal Berry. 

If you mess up, use the Watch to turn back 
time and reset the blocks. 

Walk through the southeast door and push 
the button on the ledge, then return north 
and go through the tear door with Cecilia’s 
Tear tool. Read the plaque in the next room 
for a message about a statue. 

Go back upstairs and through the southwest 
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door. Grab the 300 gella in the chest which 
was behind the purple walls. Return to the 
chest room and through the south door. 
Walk west at the bottom of the ladder and 
open the exploding chest for a Hardy Apple. 
Run east and follow the passage to the 
somewhat disturbing statue of a devil. Make 
sure all your characters are at Level 6 
or higher. Push the button on the back of 
the statue to make four pushable blocks 
appear. Push these into the squares on the 
corners around the statue. 

The statue disappears, and stairs appear 
in its place. Climb up, use the Tear Drop; 
make sure everyone has full HP and MP, 
and go through the door. Or try to, at least. 
You’re stopped cold by a Magtortous. 

Let loose with that magic and firepower 
you’ve been saving until now. When Rudy 
runs out of ARM ammo, fill up again with 
a Bullet Clip. 

The Magtortous has a laser attack which 
hits all three characters, so keep your 
health up with Cecilia when she’s not 
casting attack spells. Us Cecilia’s Force 
Mystic on Heal Berries. 

When the battle is over and the critter is 
dead, walk north and open the chests for 
a Magic Carrot and a Heal Berry. Continue 
north to look at the golem. 

After a little song and dance, you decide to 
tell Professor Emma of your discovery. 
Make your way back to the Tomb entrance 
and talk to Emma. She returns with you 
to the golem and digs it out of the Tomb. 
These archaeologists, no respect for the 
dead! 

Go to the Inn and sleep for the evening. 
Cecilia leaves and meets with daddy in the 
Castle. The next day, go and talk to Emma’s 
assistant in her house. He’s the first of six 
people in the game who can upgrade Rudy’s 
ARM; it’s expensive, but oh so worth it. 
Save the game and walk out of the east 
side of Adlehyde (next to the kid on the 
stairs) to appear in the Ruin Festival. 
Walk east and up the stairs to the Festival 
grounds. Cool banner. 

There’s a guy just above the banner who 
offers to buy stuff from you if you need 
money. Ignore the dweeb. Find Emma in 
the northwest corner to get your 500 gella. 
Go ahead and try the various games. Lucky 
Mole Catching is the best; if you yank 
enough Moles out of the ground in 30 
seconds, you’re given a skill-boosting Apple. 
To beat Ultimate Chicken, press the X button 
to stop when your character just reaches 
the flowers near the wall. 

Strike Ball is a weird and random game; 
better to spend more money on the other 
games and win better stuff. A near miss 
is rewarded with a Heal Berry or a Revive 
Fruit. 


www.vgol.com 


“VGOL boasts a compre- 
hensive directory of sites 
pertaining to every aspect 
of the Electronic Gaming 
Industry. We were hard 
pressed to prove them 
wrong. 


“Top Five Web Site” 


“SO Star Rating” 


“A comprehensive and well 
designed data base of 
distributors, developers, 
manufacturers, new releases, 
trade shows, and job 
opportunities on the web. 
Video Games On-Line lives 

up to its claim.” 


“Excellent as a Web 


. Integrated Strategic 
_ Environment” 
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The Time Trial race is just plain goofy. Run 


fast enough and you can even enter your 
name on a high-score list. 

Only two more things left to do. Buy 99 
Small Flowers from the girl in the center 
of the Festival to boost your Luck stat to 
"Best." (Use the Flowers during the game 
whenever your characters’ Luck goes 
down.) Then talk to the woman in the 
northeast corner who’s looking for her son. 
Talk to everyone at the Festival to locate 
the boy, then return to Adlehyde to find 
him in the center of town. Save your game 
and talk to the child. When he loses his 
balloon, all hell breaks loose. Thunderbolts 
and lightning, very very frightening! 
Here’s the deal: There are ten people still 
alive in Adlehyde, not including Cecilia, 
who’s surrounded by critters at the north 
end of town. What you want to do is round 
up all ten survivors. But if you collect Cecilia, 
before starting to grab people, you activate 
a timer which only gives you five minutes 
to rescue and return to the Castle. 

So you can do it either way: rescue people 
before grabbing CC, or grab CC and then 
rescue people. About half of the survivors 
are wandering around outside, and the 
other half are inside buildings. 

People laying on the ground are already 
dead; you want to find folks who are still 
moving. Don’t miss the people in the 
northeast and northwest corners, or the 
woman on the second floor of the inn. When 
you get into a battle with one of the 
wandering monsters, the timer stops. 

It’s not required of you to save everyone— 
or anyone, for that matter—but the more 
people you save, the better your reward 
later in the game. As you flee to the Castle, 
an evil dude named Belselk shows up to 
see that his evil squad has done good. 
He wants the Tear Drop, and he wants it 
NOW. Walk north to the King’s chamber. 
Walk past the guard in the northwest corner 
and up to the second floor, then go into the 
next room to save your game at the 
Memory Bird. Continue up to the third floor 
and the King’s chambers. Talk to the King 
with Cecilia. He refuses to let her give up 
the Tear Drop, but the spunky CC 
formulates an escape plan. 

Leave the bedroom, walk east, then go south 
to the next hall and west all the way. Walk 
outside and sneak past the guard. 

Go west and quickly run south before the 
guard catches you. Run all the way south, 
then turn and run all the way east, then 
run north to the intersection. Go west and 
through the door back into the Castle. Go 
down. the stairs and north through the door, 
then run west and through the door into 
the kitchen. Talk to the cook on the left 


side of the room and he drops you through 
a trap door into the Secret Tunnel. 

Save the game on the star seal you land 
on. Walk south to the west/east intersection. 
and go east. Follow the path to a 
north/south intersection. Go north and 
follow the path to another intersection, 
then go west. Follow the path south and 
west to several crates and a chest with a 
Power Apple. 

Return to the intersection and go south, 
through six crates, to a south/east 
intersection. Go south first, then turn west 
and go through four crates. Continue to the 
west and follow the path to an Agile Apple, 
then return east and go south s’more. 
Continue walking east and go past three 
crates to a chest with 180 gella. 

Walk back to the west and head north until 
you reach a path going east. Walk east past 
two crates and follow the path south. You 
reach a point where the south path splits 
into two. Walk down the left path. Open the 
chest you find for a Magic Carrot and walk 
south into a small room. Whew. Save your 
game on the seal and go up the stairs. You 
come out back in the village, in that 
mysterious southeast house. A-ha! 

Open the chest for a Potion Berry and push 
the blocks out of your way. Walk to Master 
Belselk, who’s in the middle of the town. 
Cecilia hands over the Tear Drop, and Jack 
attacks him all by himself. D’ohh! 
Belselk’s Flail does tremendous damage, 
so you should be nicely leveled up (Level 
8 at least) before taking on the bossman. 
Belselk even taunts you during the battle 
because of your overall suckiness. After 
doing enough damage, Belselk gets bored 
of your feeble attacks and leaves. Should 
we be insulted? Meanwhile, Belselk’s 
minions carry off the golems. Hey, I thought 
those Small Flowers were supposed to bring 
GOOD luck! Cecilia crawls back to Daddy 
and confesses her major screw-up. 

Then she asks for help from Jack and Rudy, 
borrows Jack’s sword, and cuts her hair 
off (!). After CC’s self-inflicted trim, the 
King croaks and receives an honorable 
burial as the credits roll. 

Credits?! Have we just finished the shortest 
and most depressing RPG in videogame 
history?! Actually, no, we’ve only finished 
the game’s prologue; there’s still a very 
meaty hunk of adventuring left to 
experience. 
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‘Namco's "Soul Blade” Web edition af PSE:arwme, the world-famous magezine 


otherwise known #s "The Player's Unofficiel Monthly Guide to 
the PlayStation." I'm Zach Meston, your webmaster and host. Thanks for reading 
Our goals (well, technicelly, my goals, since I'm in charge of this entire crazy operation, but I'll stick with the plural) for 
PSEsareme Ondine are simple. We want this Web site to be the perfect (longtime) companion to the print version of 
PSEpareme , taking advantage of the strengths that Web “publishing” provides. Here's what we're going to be 


Entertainment 
1) The best source of PlayStation news updates 
’ iets We won't just mm a batch of slightly rewntten press releases, I promise; we'll bring you exclusive stories, analyze what we 


report © tll you why you should care, and wade into the treacherous Swamp of Gossip to see if there's any truth © the 
endless flood of ind ustry rumors 


2) The best source of cheats, codes, and wallchroughs for Play Station games 
the Yes, there are tons of PlayStation siws that already have code collections, but ours will be different in three ways. First, we'll 
clearly axpian how © use the codes. Most of those big chest databases are just a compilation of messages from Usenet, with 


God-awful grammer and insccurew or redundant ext Second, we'll have screen shots showing the codes and/or their effects 


Third, we'll use a naked phow of Yasmine Beth as the background graphic 
Dragons: 
3) The best source of previews of upcoming Play Staton games 
: : I happen to be of the opinion that downloading blurry, jumpy, five-megabye AYI movies of 
Alpha 


games is en amazing wast of time, so we'll focus on JPEG screen shots to give you a beter ides & 
of what the games of the future are going w look like. (If, for some insane reason, you'd rather 
have AYI movies, let me know.) 
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but we'll also have exclusive reviews of games that weren't covered in the magazine. Our goal is 
© have a rating for «wry PlayStution game past, present, and future. Yeah, it's a lotof work, but 


& ; ve're crazy like that 
J youl in Okay, enough rambling. Browse the sie. Check out the stuff. Bear with us as we build this thing 


up. I hope and pray that you like PSEareme Ondine as much as PSEareme. Send your 
comments, questions, and death threats © me at zmestom@ecarthink net Take care! 
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ROB DYER 


Dear PSExtreme Readers, 


Bn) 
Hi 


There is no doubt that the Sony PlayStation 
is redefining today's gaming market. And 
the word that best exemplifies this new 
market is excellence. We need look no further 
than this past year's sales reports for proof 
of this excellence as the PlayStation continues 
to fly off retail shelves in the U.S. and 
overseas. Gaming platforms are only as good 
as the products developed for it. So, while 
the PlayStation is certainly a good gaming 
machine, the quality of software is what is 
propelling this console to the top. 

As consoles become more sophisticated, so 
too have the console game developers. | 
Gamers demand superior graphics and 
gameplay that is an engaging, rich experience. 
J These high standards are good news for 
| gamers — it ensures a bright future for the 
PlayStation market. 

Crystal Dynamics has "powered up." We 
have adopted an Entertainment Software 
_ Studio model similar to that used by the film 

| industry. This model allows us to focus on. 
creating and marketing great games. 

3D graphics have become a 32-bit standard 
and the good companies combine visually 
stunning 3D graphics with innovative 
gameplay. GEX: Enter The Gecko 
demonstrates what we can do. Our 
revolutionary 3D engine enables us to push 
the PlayStation's horsepower capabilities by 
combining 360-degree, 3D, innovative free- 
roaming gameplay mechanics and rich 
graphical environments unmatched in the 
_ industry. 

And, while superb gameplay is essential, 
_ titles must also have that extra "kick" to make 
| gamers come back for more. In GEX: Enter 

_ The Gecko, we've taken it to the next level 
with HBO comedian Dana Gould who 
delivers over 400 celebrity impressions and 
funny one-liners, taking punches at modern 
pop culture, movies and television. 

So if [sound like I'm enthusiastic, you'll have 
to forgive me — I am! 


Rob Dyer 
_ President, Crystal Dynamics 


Gex: Enter the Gecko is leading the way for the 
next generation of PlayStation software, with a 
real-time, high-resolution, go anywhere 3D world 
that sets the new standard for graphic excellence 
in console gaming. We were able to spend a few 
hours with the Gex development team in Crystal's 
Menlo Park, California offices and came away 
with the feeling that we had just played and seen 
the next big thing in electronic entertainment. 

How does Gex do the things that these screen 
shots indicate it can? Well, the Gex team started 
with an all-new 3D engine that does not rely 
on any of the standard PS textures and elements 
found in the development system library. Gex's 
world is presented in 30 frames-per-second, real- 
time 3D, within a free-roaming environment. 
Game characters are all polygon-based, with 


different ways to complete each level — based 


vertex morphing, Gouraud shading, squash and 
stretch animation and transparency effects. Gex 
himselt is composed of over 600 polygons, and 
the level of animation found in he and his enemies 
goes beyond anything we've seen before. In 
addition, the 3D worlds feature dynamic real- 
time lighting effects, high-resolution textures that 
don't explode upon closer examination, animated 
walls, platforms and objects, and an extremely — 
high level of color and detail, all pasted onto 
worlds that are immense in scale. 


The story goes like this... It seems that Rez, that 
nasty, anti-cable boss-of-bosses from the original 
adventure, is back and he has knocked out all of 
the world's TV channels — forcing Gex to return 
to the Media Dimension and face his old nemesis. 
Ah, but there's a new rub... This time, Gex sports 
a tin badge and a secret decoder ring, courtesy 
of the top-secret government agency making use 
of his services, and a new bag of tricks and 
goodies aimed at helping to destroy Rez and 
make the world safe, once again, for re-runs of 
"Leave it to Beaver." The game features 8 media- 
referenced worlds, each with 2 levels and 3 


on cable and old movie re-run 
channels. The levels are themed to include a Horror 
level, Circuit Central (a Tron/futuristic level), 
Prehistoric, Outer Space (check out Gex's space 
suit... way cool!), Secret Agent/Spy ("There's a 
Gecko who leads a life of danger, to everyone he 
meets, he stays a stranger"... (to guitar solo)), 
Kung Fu/Martial Arts, Twisted Cartoon, and the 
final showdown in Rezopolis. 

SUCTION CUPS AND FIRE FLIES 

And it ain't just about beautiful graphics. The Gex 
development team is also planning on pulling out 
~ all of the stops in gameplay. Enter the Gecko is 
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being designed to take advantage of Sony's 
new analog control pad. This will have a 
tremendous effect on gameplay as the game allows 
for 360 degree control over the character. Gex 
will be able to pull off a roundhouse tail whip, 
execute the ol' butt-bounce, and use his tongue 
as a grappling hook and his feet as suction cups 
— allowing our hero to get out of some pretty 
sticky situations (pun fully intended). In addition, 
players will be able to control and override the 
game's intelligent camera — allowing Gex to look 
all around in his environment, and all-new power- 
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ups will take advantage of the game's 3D terrain. 
An example of this is the Fire Fly power-up that 
Gex can use to encircle the enemy with a ring 
of fire that closes in on the character, then proceeds 
to give 'em the ol’ back draft! And, speaking of 
characters, it won't be enough to just hit an enemy 
once — they will require multiple hits featuring 
additional animation with each successive strike. 
An example of this is the zombies in the Horror 
world. The first hit will take off an arm, the second 
hit sends the other arm flying, then you leave him 
hopping on one leg — completely vulnerable to 
the final blow — ooh, that's gotta hurt! Lastly, 
Enter the Gecko features a three-tiered collectible 
system that rewards players who explore each 
and every level of each world. 


Of course, it wouldn't be Gex if we didn't get a 
good dose of one-liners from Gex's alter-ego, 
Dana Gould (the European version of the game 
will make use of a UK comedian). The game will 
feature over 400 new one-liners and a bunch 
of celebrity impersonations and Gex will deliver 
situational humor that is laced with pop culture 
and media references. The REALLY cool thing is. 4 
that the Gex character will feature facial animations 
and lip-synching that allow him to deliver the 
punch lines in real-time. And, speaking of 
situational, the game's musical orchestration is 
not being neglected, as the Gex team includes 
two full-time musicians who are doing nothing 
but creating original pieces for the game. (Five 
bucks says my version of "Secret Agent Man" 
doesn't make the final cut.) During our visit, we 
were treated fo a few samples of the soundtrack, 
and | feel safe in stating that the '70's, ala "Pulp 
Fiction," will be well-represented. 


So there you have it — Gex: Enter the Gecko 
is one of those titles that gets jaded video 
: game magazine types excited about the 
hoa VU future of gaming (again) — for me, 
7 gem, it’s like the 100th time. While there 

certainly is a lot of design and polish 
work ahead for the Gex team, there is 
no question in our minds that Enter the Gecko 
| is one of the big gaming stories of 1997, and that 
- s e it will be one of the most eagerly awaited games 
: this holiday season. Lock and load little lizard! 


a Dave 


ica 


product from 


ow 
| 
ive 


act 


malof 


Winns 


pant cece i 


| I bet if asked you to name 


Sist of two distinc} 


ne fighting — in g 
true 3D environment 


Picking up from where we lef | the game is loosely 
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must be successtully navigated and gecomplished for him to continue on his Le 
quest. When confronted by an enemy, the game switches gears and transforms eS 
into a one-on-one fighter that, Sony promises, will rival the complexity ® 
and scope of Tekken I 
The game is played out in a third-person perspective and will be packed 
with all sorts of eye-popping special effects. The developers have taken 
on the task of pushing the PlayStation fo its Knits, and it looks like they are 
getting close. Expect to see -eal-time light sourcing, multiple camera 
perspectives, CD streaming audio, with ambient ond atmospheric soun 
effects that grow louder as you approach, and fade as you ge! farther 
away from the source, rippling liquid effects, motion captured, 30 fps 
animation and reflective color tinting — oll running ‘nthe PlayStation s 
512 x 240 higher -esolution mode. 
The fighting system will offer the traditional arsenal of moves found in most high-end one" 
on-one fighters [kicks, punches, combos, throws, etc, but promises to go ° tew steps 
t irther by allowing the player to interact with his environment like pushing an 
opponent onto spikes OF picking up an object and using it as a Weapon. 
Speaking of weapons, there will be plenty to find and use, including guns, 
swords, axes, clubs and the like — dependent on which time period you re 
1 You're also able to brutally pull the Kimabs off of your enemies and then 
use the severed extremities to bludgeon them with. 
Spawn: The Eternal looks to have tremendous potential. Of all of the comic book 
characters out there, Spawn's dark and brooding atmosphere lends self perfectly 
to a video game. In addition, there is going '0 be a literal Spawn blitz this year with not 
only the video game, but a new HBO-only gnimated series, full-length, live-action motion 
picture from New line Cinem, and a new foy Kine based on the movie. Wewill be following 
the progress of the game during the next few months {it is scheduled for an August release] 
and should have © comprehensive review ‘nour September Issue. Greg 
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Sony has a HUGE lineup of great games for the fourth quar- pee z fa We At 
ter and they will be the first to admit that they will be com- | | | 
| _peting with themselves for sales — we could think of worse 
positions to be in. There will be, pretty much, something for 
everyone from Sony this Christmas and it's quite evident, they 
have no intention of slowing down and losing their place as 
King of the Gaming Hill. 


_ “Note: there are a few games not shown in this layout that Sony 7 7 
will have at the show. There were no shots available, so we'll show CO RE 


these and more, in next month's E3 wrap-up. — 


BLASTO;: 


You might have heard little rumblings about this game or maybe 
you figured out the code on Sony's first Underground CD and 
were treated to the little teaser-trailer. In any event, the con- 

| sensus is that Blasto could be one of THE major titles coming 
__ out of Sony this year. So what exactly is Blasto? It’s a character- 
_ driven, go anywhere, 3D action/platform game in which the 
_ player assumes the role of Earth’s mightiest space hero, Captain 
Blasto. As Blasto, players will be able to execute a host of moves 
from the standard running, jumping and shooting to more com- 
plex stuff like flying, swimming, climbing, backflips and, most 
importantly, riding a big blue alien CHICKEN! Blasto is played 
out via the third-person perspective and spans eight futuris- 

_ tic, diverse environments. It's currently scheduled for late August 


~ andwe'll be feeding you more information as it becomes avail- 
able. 


PORSCHE CHALLENGE: 


Here's an arcade racer from Sony that runs off of the Porsche 

Boxster license. This new speedster is darn near impossible to 
__ find at your local Porsche dealer (Porsche has presold some- 
thing like 250,000 units), but you'll find enough of them in this 

new high-flying racer to keep a grin on your face. More info. 
__as it becomes available. 


CRASH BANDICOOT 2: 


A little over a year later we are treated to Crash Bandicoot 2, 
the sequel to the best looking, playing and selling platform 
game on the PlayStation. Don't expect the standard sequel 
__ rehash that most companies traditionally produce: Instead 
__ the developers, Naughty Dog, along with Universal Interactive 
are giving us a huge all-new and exciting world to explore, a 
vast leap in gameplay that is said to raise the bar of traditional 
platform games to an entirely new level, a host of new moves 
for the little guy, and plenty of tricky puzzles to solve. The story 
picks up exactly where the original left off. The game opens 
with a cinematic sequence depicting Neo Cortex’s defeat at 
the hands of Crash atop a hot air balloon circling his evil fortress. 
_ Only this time, as Cortex is defeated, he plummets to the Earth. 
__ Instead of falling onto the ground he falls through it... into a 
__ hidden cavern. More to come! 
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In Armored Core, Sony's new mech-style game, players strap 
themselves into the cockpit of huge 100 ton robots with the 
ability to cause some serious damage. The objective is to hire 
out your services and take on a variety of over 50 missions which 
include recapturing an oceanic oil rig to racing against anoth- 
er mech in order to save a train from his destruction. With each 
successfully accomplished mission, the player can then take his 
earnings and use them to purchase more powerful weapons and 
components to give him an advantage. In addition to the non- 
stop action, Armored Core allows the player the freedom to 
construct his own mech from the bottom up, including the abil- 
ity to apply hand-drawn logos, colors and textures. Armored 
Core is a hot looking title and, when it’s released, it should be 
the definitive mech game for the PlayStation. 


STEEL REIGN: 


Steel Reign is a high-action, mission-based, 3D tank game 
that throws the player into the middle of an all-out war. The 
environments in which you do battle range from nighttime city 
streets to rolling desert dunes, and each mission has its own dis- 
tinct objective, from the standard search and destroy to more 
covert, stealth-like ops. While there is more of an arcade feel 
to the game than simulation, the player will have to use a bit 
of strategy to accomplish his goals. For example, the objective 
of mission one is to flee your recently destroyed tank base then 
find and destroy a hidden radar base somewhere in the desert. 
In doing so, the player must not only fight off the surround- 
ing tanks and helicopters, but also find ways to forge three sep- 
arate rivers. Steel Reign is currently set for an August release. 


CARDINAL SYN: 


Wow! This game literally came out of nowhere. Cardinal Syn 
looks like it could be the ultimate weapon-based fighting game, 
with full 3D movement, real-time gameplay, a host of cool 
medieval characters and plenty of graphic violence. The war- 
riors are pitted against each other using a variety of deadly 
weapons such as battle axes, broadswords and maces, as well 
as hand-to-hand combat and magical powers. In addition to 
a high level of detail and super-smooth 60 fps animation, play- 
ers can expect the deep gameplay that is found in some of 
today’s most revolutionary fighters, such as multi-hit combos, 
special-moves that require more than just quick reflexes, plus 
the bonus of gruesomely depicted finishing dismemberment 
moves — which you just gotta love. This one won't be out until 
December folks. 


MLB ‘98 


Sony has tuned up MLB “98 to the point where we found a 
completely different game when compared to last year's MLB 
Pennant Race. The graphics are bright and colorful, the poly- 

gon players are comprised of over 300 polygons each and look 

as smooth and detailed as anything we've seen. The batter/pitch- 

er animations are new and improved, and the player anima- 
tions of fielding, running, jumping, and sliding are life-like as 
well. Heck, there's even major collisions between offensive and 
defensive players. There's stat tracking in over fifty different cat- 
egories, all the stadiums (3D rendered, of course), teams, and 
players, and what we ve all been waiting for — quicker game 
play. The guys in San Diego have been able to speed up the 
game play without sacrificing any of the strategy and sub- 
tleties that make the game of baseball the Grand Ol’ Game. eee 


NFL GAMEDAY ‘98 


The flagship title form Sony's lineup last year was NFL GameDay 
‘97, and this football season will become even more intense 
with the release of NFL GameDay ‘98. The new version will 


wn NHL FACEOFF ‘98 — 


feature polygon players, stadiums, coaches, sideline characters, 

and even camera men! The main goal for Sony this year was 

to be able to incorporate the polygon players without losing 

any of the stellar control that was available with the sprite based 

players. From what we've seen so far, all you football fans won't 

be disappointed, as the players animate smoothly and accu- 

rately, with no noticeable loss of control. There will be three 

play styles in ‘98 - Simulation, Arcade and Total Control, with 

mulation being a quick, easy, painless style for those of you 

__ that want your football games on auto-pilot. There's a new 

playbook that incorporates over 500 of the latest plays and for- 

" mations, and the game supports up to eight players with the 
| multi-taps. 


_ NHL FACE OFF ‘98 = = 
| Sony's “other” top flight sports title last year was NHL Face Off | PARAPPA THE RAPPER | 


‘97, and this year, much like GameDay ‘98, the focus is on poly- 
gon players while retaining the smooth gameplay of last year's 
sprites. Face Off '98 has tons of new features to go along 
with the polygonal characters, including year end awards, 
new 3D fighting, a third jersey for some of the teams, and more 

_ strategy options on defense and offense. Thanks to the new 

| characters, there will be more innovative animations ranging 
__ from backwards skating, butterfly saves, poke checks and holds 


passing system developed for last year’s title, is still a major part 
of the package, and continues to offer greater control for the 
advanced player. 


_ CART WORLD SERIES 


__ This working title may be more commonly referred to by rac- 
ing fans as Indy Car Racing but, whatever the name, race fans 
will be thrilled with the first racing game from Sony. CART 

will feature twelve real courses, including the tracks at Long 

) Beach, Rio de Janeiro, St. Louis, Vancouver, Detroit, Toronto, 

_ Monterey, and others. Players will be able to race as one of 

many real life professionals (Vasser, Rahal, Zanardi) or they can 
create their own racing persona. Over twenty real CART teams 
and drivers are featured as well, and the racers can choose from 
four different camera angles, full car damage and modifications, 
and complete stat tracking. CART will support one or two play- 
| er modes, three different difficulty settings, and four varying 
| gameplay modes. CART World Series is scheduled to be released 
_ this fall. 


COOL BOARDERS 2 


Here's a sequel that many gamers have been anticipating, main- OI She ee ee 


ly due to the lack of courses and competition in the original. ue ata. sae ala wT i 
Well, Sony and the developer, UEP Systems, Inc., listened to a tee fe 
the gaming public and are offering up 16 different downhill 
tracks, as well as the ability to compete against the computer 
ora friend. There will be a dozen different snowboards to choose 
from, or you can build your own board. Cool Boarders 2 also 

| has a Half Pipe and Slalom practice areas where you can work 
on those Front Side 540's, Caballerial Tweaks, and 720 Indy 

_ Nosebones. There will also be a season mode where you are 

© pitted against eight other shredders, all vying for the coveted 
title of Snowboard Champion. Cool Boarders 2 should be avail- 

| able by the time the snow starts to fall (November). 
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PARAPPA THE RAPPER: 


Take one part music video, add one part Simon Says, then throw 
in a cast of kooky-kool cartoon characters and you've got 
PaRappa the Rapper, Sony's first music game for the PlayStation. 
The game features a young dog named Parappa who must go | 
up against some of the best master rappers in the world in order 
to impress his longtime love, Sunny Funny, the flower. If it sounds 
a little bizarre, it is. But, at the same time, it's actually really cool 
and a blast to play. The music styles range from catchy reggae, 
house and funk to pop and hip-hop, and the objective is to 
skillfully learn the distinctive rapping styles while matching 
the button configurations that scroll across the top of the screen 
to the song’s distinct rhythm. While it’s not for everybody, 
PaRappa could be one of Sony's most original and innovative 
titles ever released and will have gamers, young and old alike, 
exclaiming “| gotta believe!” 


SPAWN: 


See this month's EXTREME for all the details, 


BUSHIDO BLADE: 


Bushido Blade is not your typical arcade fighting game. No 
longer is the player restricted by health meters, constrained 
to small play fields or time constraints. Instead, Bushido offers 
realistic simulation-style, weapon-based fights, taking place 
in open, go-anywhere, 3D interactive battlegrounds in which 
the player must use to his advantage, if he wants to survive. 
As in real life, battles end with a death blow to either the head, 
neck or chest — there is no life meter or clock. Furthermore, 
attacks don't use a series of button presses like we're most used 
to, but, instead, are executed by utilizing the D-pad to control 
the swing and one button to trigger the attack. The areas in 
which you do battle are also non-standard, in that they are 
huge 3D environments that allow the player to turn and run 
away or use the immediate surroundings to gain the upper hand, 
by throwing dirt in the opponent's eyes, jumping up to high- 
er levels or hiding in dense bamboo forests. We'll see this title 
in October 


FINAL FANTASY Vil: 


What can be said about Final Fantasy VII that hasn't already 
been stated? The game is a masterpiece, showcasing ultra-beau- 
tiful, incredible SGI-rendered, CG cut-scenes, spliced seamlessly 
in-between enthralling RPG gameplay. It has a huge follow- 
ing of fans that have been playing the long-standing series since 
it's early days on the NES. The battles are fought in real-time 
3D, with stunning special effects and magics. It is one of Sony's 
biggest and most anticipated titles for the year — expecting 
to sell in huge numbers this holiday season. It spans three CDs 
and has umpteen hours of gameplay. And, if it’s as successful 
as everyone thinks, it will be the first RPG to transcend into a 
mass-market item. FFVII will be released on September 7th, 
right around the two-year anniversary of the American PlayStation 


launch. 


INTELLIGENCE QUBE: 


Intelligence Qube puts the player's I.Q. To the test. The goal 
here is to clear 3D stages in the least number of turns possible 
without destroying these forbidden black cubes. The challenge 
increases as cubes slam down faster and faster and the num- 
ber of the forbidden black cubes increase. Mess up, and the 
cubes will either crush the player or push them right off the 
edge, succeed and you will be met with a tougher and faster 
stage to challenge your intelligence. Adding insult to injury, 
every time you fail, the game will remind the player just how 
smart they are by calculating and displaying their |.Q. — for 
everyone to see. Expect to see this one sometime around 


. eo Sao 


INTERACTIVE 


Fox Interactive's 32-bit debut rocked the 

_ PlayStation with two hot, movie-licensed tril- 
ogy games (Alien Trilogy and Die Hard 

? Trilogy) and one, less-than average, almost as 

_ bad as the movie, shooter (Independence 

_ Day). It looks like this Christmas will bring 
one all-new, original title by the name of 
Croc, and a remake of one of the best Jaguar 

| games ever made, Alien vs. Predator. 
Needless to say, both of these titles have us 


_ Just as we were wrapping up this feature, Fox 

_ Interactive made it through the main portal 
at Dimension Publishing World Headquarters 
and dropped a little something into our 
PlayStation -- a little something called 

| "Croc." Developed by Argonaut Software 
(the UK developer that practically invented 

_ 3D polygon graphics in the '80's with their 
stellar Amiga title, "Starglider"), this go any- 
where, real-time 3D action/platform game is 
absolutely beautiful, and one of the best 
examples of where gaming and technology is 
headed on the PlayStation. 

| Croc offers the player well over 50 levels of 
brilliant color, 30 frame per second anima- 
tion, great boss characters, classic action/plat- 
form gameplay that borrows on themes 
developed by all of the giants of the genre, a 
hysterical, one-toothed crocodile as the main 
character -- complete with the perfunctory 
butt-bounce and, like Gex, tail whip moves, 
and a good dose of mini-puzzle solving. 
We played the game for over an hour and 
came away very impressed. The textures are 
rich in detail, with no loss of resolution as you 
move closer to walls, platforms, trees, etc. 
and, as you can see from these exclusive 
screen shots, the lighting, reflections and 
other special effects look to set new standards 
on the PlayStation. The game is very easy to 
get into and controlling Croc is a breeze. Did 
we mention the game's sense of humor? This 
is no small feature when you are talking 
about a character based action game, and 

| Croc and his friends (and enemies) are very 
funny guys. 
This version of the game, according to the 
folks at Fox and Argonaut, is about 70% com- 
plete. We will bring you more on Croc as we 
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get it, and you can expect to see the game in 
your local stores at the end of September. 


ALIEN VS. PREDATOR3®(..<: shown) 


Out of all of the games released for Atari's 
doomed Jaguar, there were only one or two 
that were any good. Alien vs. Predator (AvP) 
was one such title and still looks good by 
today’s standards. So when we heard that 
Rebellion, the original developers, were 
doing a PlayStation version, we became very 
excited. Although no screen shots have been 
released to the press, as of yet, we're confi- 
dent it will look and play hot. To offer a brief 
description for those of you not familiar with 
the title, AvP is a hard-core deep space com- 
bat game allowing players to play as a 
Colonial Marine, fighting to save an alien- 
infested space station, or as the vicious Alien 
or the relentless Predator — each on their 
own deadly missions. Although we can’t com- 
ment on what AvP will bring to the 
PlayStation over and above the Jag version, it 
will offer frighteningly fast high-resolution 3D 
graphics as well as an awesome variety of war- 
fare capabilities. AvP is also tentatively sched- 
uled for release sometime between the third 
and fourth quarters. 


GrandiPrix Mode / /fi 


PSYGNOSIS 


By now, anyone with a PlayStation knows that 
Psygnosis is one of the premier developers for 
Sony's awesome little machine. They, along with Sidhe — sos cee . 
Namco, have redefined the meaning of quality : | ~~ 7‘ | | odie 
when it comes to driving games. What makes os 
their success even more phenomenal is the sheer ae a, ee 
number of quality titles produced year after year. | | 
At last year’s E3 show, Psygnosis showcased thir- 
teen titles and the 1997 show promises to deliy- 
er more of the same. The following is just a 
sampling of what you can expect to see from 
Psygnosis in the upcoming months. 


COLONY WARS: 


What we have here is a Star Warsesque story line 
coupled with a real time 3D space shooter. It 
seems that the Empire (the bad guys) are putting 
the squeeze on the League of Free Nations, (the 
good guys) and your job is to sign on with the 
good guys and go kick some empire butt. This 
non linear space adventure will feature 60 mis- 
sions, spread out over 18 acts (no, it’s not a 
play), in five solar systems. You will have your 
choice of six different craft to fly, which will 
include the ever popular stealth bomber and 
armored assault vehicles. Determined not to be 
just another shooter, Colony Wars will feature . he 
full flight freedom, requisite combat opportuni- 4 
ties, along with fully rendered 3D sequences ini- :. 
tiating the upcoming missions, and six totally 

different endings. Keeping with the real time 

nature of the game, the databases update strate- 

gically vital information on both spacecraft and 

planetary activity, as the game unfolds. The 

game is due out in the 4th quarter, just in time 

to do battle with all of the other holiday releas- 


Cs. 


FORMULA 1 ‘97: 


_ The sequel to the best driving game of ‘96 is on 
its way and should hit retail shelves this Fall 
Formula 1 was, without a doubt, the best driving 
game on any platform last year. The speed and 
depth of the game was unlike anything seen 
before, not to mention a running commentary 
that was state of the art. This year, Formula 1 ‘97 
promises to be even better. If you recall our 
review of the original title, one of our com- 
plaints was the lack of a two player split screen 
mode. This problem has been corrected, and is 
one of the headline features of the sequel. As 
with the original, you'll get the entire 1997 F1 
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season, including legendary locations like 
Monaco and Silverstone, all of the teams and 
drivers and 17 cifcuits. Additionally, you'll get to 
experience the intense rivalry that exists 
between Fl teams, as the games Al factors in car 
reliability and driver aggression levels. As with last 
years title, Psygnosis has set out to create the 
ultimate racing experience; we'll let you know 
this Fall if they reach their goal. 


G-POLICE: 


It seems that Psygnosis plans on changing the 
nature of airborne shooters this Fall, with their 
release of “G Police.” This time around, you 
assume the role of a galactic cop, blasting your 
way through space, investigating corporate espi- 
onage, sabotage and murder. Your job is to hunt 
down these slime and blow them away. Set in a 
futuristic city, the pilot must navigate his way, at 
supersonic speeds, through bridges and in 
between skyscrapers, to hunt down the bad 
guys. The plot line is more than just your average 
FMV mission briefing. With each phase, a little 
more of the plot is revealed and your missions 
become more involved. Don’t despair, however, 
there will be plenty of opportunities to blow 
things up, as there are thirty five missions and 
enough combat weaponry to rule the skies for 
quite some time. We should have a closer look at 
G-police later this summer. 


OVERBOARD: 


All you fans of top down arcade style action 
games will receive a little attention from 
Psygnosis this Fall as well. Overboard combines 
your tried and true side scrolling shooter, with 
brain teasing puzzles and strategies thrown in for 
good measure. Set on the high seas, Overboard 
places you as the captain of a heavily armed 
galleon on a quest to discover vast riches, while 
at the same time attempting to obliterate your 
pirate competition, Blowfleet. (Do | sense a little 
James Bond here?) Along the way, you'll have 
the opportunity to blow away enemy ports and 
strong holds, while at the same time building 
your own fleet of customized ships. There are 
five unique regions to perfect your swashbuck- 
ling skills, including the Caribbean(as in Pirates 
of the), the Middle East and the Arctic. Each 
region has three levels and the prerequisite end 
of level boss. Although the style of play is noth- 
ing new, the whole pirate theme, along with a 
top down perspective, should make Overboard 
something to look forward to this fall. 


PSYBADEK: 


lf you action platform gamers out there are 
starting to feel ignored, get over it, because 
Psygnosis has got a little Christmas goodie for 
you as well. Psybadek is a platform style game 
that combines traditional gameplay elements 
with snowboard style “hoverdecks.” Developed 
by the same folks who created Wipeout, you can 
expect Psybadek to be an action platform ver- 
sion of the same. In a go anywhere environment, 
you ll have to quickly master the hoverdeck skills 
in order to collect power ups and avoid the 
numerous different bad guys. There are two dif- 


ferent characters in the game, each with their 
own personality and special moves (a la Crystal 
Dynamics’, Pandemonium) You can also expect 
the traditional hidden levels, as well as end of 
level bosses and a virtual plethora of unique 
weaponry. This is not your grandfathers 
action/platformer, so stay tuned for more info. 


RASCAL:, not shown) 


While not allowed to show screen shots at this 
time, Rascal is Psygnosis’ “top secret” blockbuster 
title for 1997. Like “Psybadek”, Rascal is a 3D 
action/ platform game; however this one is a 
blend of the tried and true play mechanics with 
go anywhere 3D environments. Rascal is being 
developed by Travelers Tales, creators of one of 
our favorite games, Mickey Mania. Rascal is a 
wise guy who takes his fathers prototype time 
machine for a test drive into twenty one levels of 
go anywhere exploration. There are seven worlds 
to explore, including Medieval Castles, pirate 
ships and Atlantis. The game is played out over 
three time zones and runs at 60 frames per sec- 
ond. We're all over this one, and we'll have 
some shots for you in our E3 wrap up! 


RESPECT INC2(,.0 shown) 


This one takes a page out of the whole 
“Untouchables” theme, as you are cast as a 
Chicago gangster new to the area, but very anx- 
ious to make a name for yourself. It’s all about 
respect here, as the goal is to take over the city 
and get it working for you. How do you do this, 
you say? Simple, just get a good tailor (you'll 
need a shark skin a an accountant to count 
the money and a gang of thugs to help enforce 
your will. Standard gangster rules apply here, as 
you can bribe the police to turn a blind eye 
towards your shady dealings. You also have an 
impressive arsenal of weapons that include a 
splatter gun that fires rotten fruit, which is guar- 
anteed to damage your opponent's respect. 
Obviously, humor is the goal here. There are 
twenty four missions in a variety of locations, 
including Alcatraz. It’s all about bribery, corrup- 
tion and intimidation! We can’t wait for this 
one. 


SHADOW MASTER: 


Shadow Master is a mech style, first person 3D 
shooter that Psygnosis hopes will revitalize the 
shooter category. Your mission is to save your 
planet from a dictatorship that has stripped the 
resources from other planets and is gunning for 
yours. you Il have all sorts of nasty characters to 
do battle with including insectoids and bio 
mechanical lifeforms. There are sixteen levels 
spread out over seven worlds for you to fight in. 
Each one is packed with upgradeable weapons 
to pick up along the way. We'll keep you 
updated. 
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Namco, the coin-op wizards, are now 
hard at work continuing to try and 
stake their claim as THE Playstation 
publisher/developer. Their previous 

__ titles have all garnered critical and 

_ retail success, from the Ridge Racer 

_ series (including the phenomenal new 
| Rage Racer), to the classic retro-gam- 
| ing collections (Namco Museum Vols. 
_ 1-5), and the outstanding fighting 

| games (Tekken, Tekken 2, Soul 

_ Blade). Speaking of fighting games, 

| you will notice that both Soul Blade 

- and Tekken 2 continue to be in the 

_ top 10 (in number of units sold) for 
the month of March, further proving 
Namco's dominance in this gaming 
arena. No other publisher (outside EA 
or Sony) can claim to have had two 
titles in the top 10 list in the same 
month — very impressive. In 1997, 

_ things should continue to shine 
brightly for Namco, as they will be 
_releasing another half dozen or so 

_ quality titles before Christmas. We 
have included previews on all the 
games that Namco will be displaying 
at the show, and filled the pages with 
tons of screen shots for you to drool 

| over. Enjoy. 


ACE COMBAT 2 


_ The sequel to one of the very first 
Playstation titles, Air Combat, Ace 
| Combat 2 is looking good and will 

_ include a chunk of new options. Ace 


' Combat 2 features twice the number 


_ of missions as the original and has tons 
_ of talented computer opponents just 
_ waiting to pluck you out of the sky. 
_Namco has gone to great lengths to 
make sure that all of their pilots are 
every bit as talented as you and your 
pencil-neck friends. This jet fighter sim 
_ has texture mapped 3D polygons to 
highlight the terrain and there are 
even hidden missions that open up 
after you wipe out secret objects. 
Cool. The playfield is go-anywhere, 
real time 3D, and the landscapes and 
details on the planes and ground 
opponents is first rate. It does, howev- 
er, look like Namco has dropped the 
_ two player option that was available 
~ (and pretty darn fun) on Air Combat. 
_ Ace Combat 2 should be released 
" sometime in August or September. 


_AMCO MUSEUMS 
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TREASURES OF 
THE DEEP 


This underwater action/adventure 
game is filled to the gills with power- 
ups, many different missions and 
graphics that. remind a lot of us of a 
game that has the initials “TR.” There 
are ultra hi-tech steel mesh wet suits, 
self-propelled nylon nets, homing 
torpedoes, heat seeking missiles, 
phosphorous flares and night-vision 
goggles. Heck, there's even a bunch 
of remote underwater robot vehicles 
that can get to places and see things 
that you can't. You can explore areas 
like the Gulf of Mexico, the ice-caps 
of Greenland and the underwater 
ruins of the Aztec caves. As you scour 
the deep looking for lost treasures, 
you will encounter sharks, enemy 
subs, terrorist bombs and killer whales. 
You can use your earnings to purchase 
more powerful vehicles in your never 
ending search for the Treasures of the 
Deep. The game has been developed 
by Black Ops (Agile Warrior) and has 
been getting over a year’s worth of 
special attention. This commitment to 
developing a first class product should 
pay off when it hits the retail stores 
some time in September. 


TIME CRISIS 


The smash arcade hit now finds its way 
to the Playstation. All the levels that 
are present in the arcade will be in 
the home version, as well as a 
Playstation-only storyline. There are 
many different cinematic endings to 
the game, depending on how well 
you did in each stage. Of course, 
there will be real time, 3D, cinematic 
intermissions as well. Also, players will 
be able to choose from three differ- 
ent modes of play: Arcade, Original 
(story), and Time Mode. Gamers will 
find that all the accuracy of the 
arcade is thoughtfully brought home, 
via the Guncon, which is packaged 
with the Time Crisis CD. This new 
device will plug directly into the 
video output of the Playstation and, 
therefore, is capable’of storing the 
screen image directly in the gun, for 
the most accurate shooting experi- 
ence ever. There's also a "duck" but- 
ton, so gamers can hit the button to 
duck and reload. We can’t wait to 
check it out. 


NAMCO 
MUSEUM VOL 5 


The last in the series of five arcade 

fe Ooo ie ee | collections, Vol 5 will feature Pac- 

ee ee TIE ATTACK - |e Mania, Dragon Spirit, Metro-Cross, 
— — BaRaDuke, and another one of those 

lovely Japanese titles translated to, 
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The Legend of “Valkyrie”. If you're 
like most of us that are into retro- 
gaming (and who were in the arcades 
when these games first appeared), a 
few of those titles won't mean much 
to you. Actually, the only two that 
were even released in any numbers in 
the USA are (Guess?) Pac-Mania and 
Dragon Spirit. BaRADuke is a cool lit- 
tle shooter that is reminiscent of an 
Alien Syndrome type of game. Metro 
Cross is a weird little action/platform 
type that has you trying to get to the 
end of the level by avoiding trap 
doors, rats, slime, and hurdles. You 
can use a skate board and ramps to 
help you beat the time limit. Legend 
of Valkyrie is also a cool shooter type, 
with a touch of 8-bit Zelda thrown in 
for good measure. It also features 
some of those cool scaling and rota- 
tional effects seen in Assault, which is 
on Volume 4. If nothing else, Volume 
5 will be highly anticipated for Pac- 
Mania alone, and the other titles, 
while lesser known, still offer some of 
that ol’ classic playability. The version 
we've got in our grubby little hands is 
from Japan, so there’s always the pos- 
sibility of the line-up changing for the 
American release, as with Volume 2 
and Super Pacman. (We at the DP 
offices are secretly hoping that 
Namco will slip in Metal Hawk or Our 
Finest Hour.) 


TEKKEN 3 


Ah, all’s quiet regarding the release of 
this super fighter, but we’ve uncov- 
ered the following information for 
you; Tekken 3 will be released before 
the end of the year. Yes, we went to 
great lengths to get that juicy tidbit of 
info for you, our devoted readers, but 
hey, you’re worth the extra effort and 
sacrifices we make on a daily basis. 
However, the rumors that circulate 
threw this office state that Namco's 
Tekken 3 will only work with an 
upgraded PlayStation?!? What, could 
this be true? Probably not, but if any- 
one knows anything about the com- 
plexities of the hardware, it's the folks 
at Namco. Obviously, when more 
"real" information comes in, we will 
be the ones to bring it to you in that 
straight-forward, no holds-barred 
kind of way that we do. Until then, 
enjoy the screen shots. 
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Capcom continues to do what they do best by 
delivering a collection of conversions of some of 
_ their most recent 2D arcade fighters, an updated 
| sequel to an outstanding role playing series, a 
couple of retro-collections (where’s Strider!?) 

_ and, more importantly (well, at least to us), the 
_ overly delayed, eagerly anticipated and highly 
awaited Resident Evil 2. Let’s take a look, shall 


SUPER SF2 COLLECTION: 


If you haven't quite gotten your fix of the Street 
Fighter series, then has Capcom got the collec- 
tion for you. For the first time, Capcom has 

_ crammed a trio of arcade-perfect, Street Fighter 
games onto a two-CD compilation for your fight- 
_ ing enjoyment. This July, SF fans will be able to 

| pretty much complete their collection of the 

_ Street Fighter series on the PlayStation with Super 
_ Street Fighter II, Super Street Fighter II Turbo and 
_anever-before released in America, upgraded 

| version of Street Fighter Alpha 2. Here’s a quick 

_ refresher on the three versions: Super Street 

| Fighter Il was originally released in the arcades in 
1993 and eventually made its way to home con- 
_ soles via the SNES and Sega Genesis. In this ver- 

_ sion, four new characters were introduced to the 
series: Dee Jay — a Jamaican kick boxer, Feilong 
— a martial arts expert and Bruce Lee look-alike, 
_T. Hawk — a lumbering indian with tremendous 

_ strength and Cammy — the glove-licking, beauti- 
ful yet brutal, female commando who's got legs 
and knows how to use them. Next there’s Super 

_ Street Fighter II Turbo, which was originally intro- 
duced in the arcades and on the 3DO system in 
1994. SSF2ZT pioneered the Super Combo System, 
opponents could now charge up “Super Meters” 

_ by doing their special moves and then execute 

_ them with devastating damage. This new system 
revolutionized the series and has been included 

_ in every Street Fighter game since. Turbo was also 
_ the first time the popular, yet mysterious, Akuma 
was introduced — how's that for a little nugget of 
_ Street Fighter trivia? Lastly there’s this new, mys- 
terious version of Alpha 2 which we can’t rightly 
comment on as Capcom has asked us not to, but, 
| we're told it’s worth the wait. 


DARKSTALKERS JEDAH’S DAMNATION: 


~ Even though Darkstalkers: Jedah’s Damnation 

_ (the third in the series of this popular fighting 

_ game) has just been released in the arcades, 
Capcom's already hard at work producing a 
home conversion for fighting-hungry gamers in 
time for Christmas. If you've seen this stunning 
game at the arcade than you'll know what to 

| expect for the PlayStation version. If you haven't, 
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fear not, as we're gonna tell you. In a nutshell, 


Jedah’s Damnation continues where the last 
Darkstalkers left off with a host of cool-looking 
scary monsters and super-freaks pitted at taking 
each other out. Number three in the series offers 
improved, almost flawless animation, a total of 
fifteen characters, including the unveiling of four 
new ones: Jedah — the Messiah of Darkness, 
Lilith — the Lost Child of Lust, Hood — the 
Lovely Bounty Hunter and Q-Bee — The Ghastly 
Insect (we don’t name them folks, honest), a 
new Damage Gauge System, and the elimination 
of the “Round” System — making for a faster- 
paced, intense battle. Darkstalkers: Jedah’s 
Damnation should see the light of day on our 
shores by the end of the year. 


D&D COLLECTION: 


Remember all of the controversy last year regard- 
ing Sony's policy on not releasing 2D titles? That 
was around the same time Capcom was getting 
ready put out D&D: Tower of Doom, which, inci- 
dentally they didn’t. At the time this stirred up 
quite a revolt among fans of this genre, sparking 
tons of debates and nasty discussions on the 
Internet. Evidently, all was not in vain, as now we 
are not only getting the original Tower of Doom, 
but the sequel, Shadow Over Mystara, as well ... 
and on one CD to boot! If you’re not familiar 
with these games, they could be described as a 
combination of Final Fight-style play mechanics 
(you know, encounter a bunch of baddies, 
whoop their butts, then move on to the next) 
with a distinct Dungeons & Dragons atmosphere 
and flair. In both of these games you can select 
from a variety of characters, ranging from a 
Fighter and Mage to Dwarf or Elf. Each character 
has their own attributes and is able to use magic 
spells and potions as well as swords, knives, axes 
or any of a number of weapons acquired along 
the way in which to survive the onslaught of 
ogres, dragons, monsters and other enemies they 
might encounter. Both D&D games feature 
Capcom's trademark quality gameplay, artwork 
and animation and the collection is due to be 
released for the PlayStation sometime this Fall. 


MARVEL SUPERHEROES: 


First it was X-Men: Children of the Atom, an 
original Capcom fighting game featuring most of 
the cast of those super-human mutants and their 
mortal enemies duking it out amongst huge ver- 
tical backdrops. After the success of the arcade 
version (the PlayStation version was originally 
scheduled to come out last year by Acclaim — 
not Capcom — but, ultimately turned out to be 
a no-show), Capcom decided to extend the 
franchise with an all-new fighting game titled 
Marvel Superheroes. This fighter encompasses 
some of Marvel's most famous comic book char- 
acters, including the likes of Spider Man, Captain 
America, lron Man and The Hulk as well as the 
return of Wolverine and Psylocke. The fighting 
mechanics are very similar to the previous Street 
Fighters, but the variety of different Marvel char- 
acters and the super-smooth animation makes 
this a special one indeed. 


X-MEN VS. STREET FIGHTER: 


Hold on! It wasn’t enough to have both an X- 

Men fighting game and the Street Fighter series, 
; Capcom decided to intertwine the two univers- 
] es, combine the best of both fighting systems and 
j pit the two sets of characters against each other 
in an all-out brawl. Having just been recently 
released in the arcades as well, Capcom is hard at 
work converting it onto the PlayStation hard- 
ware and is hoping to have the console version 
out by the end of this year in all it’s 2D splendor. 
We'll keep you posted. 


BREATH OF FIRE 3: 


Capcom's popular 16-bit RPG, originally set to 
make its 32-bit debut last winter, is finally near- 
ing completion and, with any luck, will be 
released this fall ... Needless to say, life will be 
good for RPG players on the PlayStation this 
year. Breath of Fire 3 promises to deliver the 
goods with an intricate storyline, a huge, immer- 
sive quest, a unique combination of two-dimen- 
sional characters with stunning 3D-scrolling | LE — 
backgrounds, plenty of powerful spells, weapons | a 
and magical items, and, of course, the classic | aie 
turn-based fighting scenes we've become so 
familiar with. 


RESIDENT EVIL 2: 


Speaking of delays, Resident Evil 2 has been con- 
sistently pushed back all year and although it’s 
slated to be released in Japan this year, it’s pretty 
slim we'll see it anytime before January. 
Capcom’s official stance on the delays has been 
that they won't release it until it’s ready ... when- 
ever that time is. We agree, why rush a half-done 
game to market in order to capitalize on the suc- 
cess of the first, when you can take your time 
and make it that much better? In any event, the 
sequel to one of last year’s best selling games 
takes place a few months after the first. Shortly 
after the mansion explodes, the citizens of local 
Raccoon City start coming down with a strange 
skin disease. Soon, the entire city is filled with the 
walking dead. The entire urban population has 
been turned into zombies, while Umbrellas’s 
other biological experiments run loose. The plot | 
revolves around Leon Kennedy, a rookie cop e _ Cs 
with only a few days experience on the force, S ” oe » 

and Eliza Walker, a college student trying to 
avoid the undead. Great plot, how about the 
gameplay? Well, we still don’t have too many 
details to report other than to expect more of 
everything that made the first so cool. 
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_ What can you say about Eidos Interactive going 
_ into 1997-98? The fledgling company (a mesh of 
US Gold, Domark and Core) was hardly considered 
_ one of the major players, at the beginning of last 
_ year, with weak market share in North America 
anda long list of so-so games. Then, along came'a 
little gal named Lara Croft and a BIG adventure 
that took the gaming world by storm — Tomb 
Raider. As the saying goes, that was then and this is 
_ now. With a reversal of fortunes comes huge 
_ expectations, and the buzz is that Eidos' 1997-98 
lineup is one of the top three in the electronic 
_ gaming world. One look at the screens on these 
_ four pages and you will probably come to the 
same conclusion. If Tomb Raider put Eidos on the 
| map, Tomb Raider 2, Ninja, Fighting Force and 
| Deathtrap Dungeon will find the company trying 
_ its hand at global domination. Check out this 
stuff... 


TOMB RAIDER 2: 


_ OK, so you've been playing Tomb Raider, got your 
_ Lara poster hanging on the ceiling over your bed 
~ (you sick ae and the handy-dandy Official 
_ Strategy Guide by your side (a truly inspired piece 
_ of literature, if we do say so ourselves). You're 
_ Close to beating the game, or you've found all of 
the many secrets, and you find yourself thinking; 
_ "Boy, | hope that Tomb Raider 2 is going to be as 
~ good as the original." Well, wonder no more — we 
"have played the first couple levels of TR2, and it is 
going to blow you away. The environments are 
__ even bigger — spanning locales from Venice Italy 
_ to the Great Wall of China. There are more puz- 
zles, new weapons and items — such as a flare 
~ which you can ignite and either throw into a dark 
“ room to see what awaits, or walk around with it 
{| your hand like a torch, a lot more bad guys to kill 
_ (with more human baddies in the game), anda 
__ host of new moves for Lara — including a crawl and 
a mountain-style climb, adding even more realism. 
Oh, yeah, the graphics are also better — with 
cleaner, higher resolution textures, a drastic reduc- 
_ tion in the polygon clipping, which was present in 
the original, new frames of animation for Lara and 
more graphic detail in the levels, including lighting 
effects on the weapons. It's not too early to pro- 
claim Tomb Raider 2 as one of the can't-miss 
games this holiday season. Look for more on Lara's 
new adventure as we git it. 


FIGHTING FORCE: 


on Saturn, but that planet became polluted and 
Eidos and Core are letting their progeny Play on 
another Station (cute, huh?). In all seriousness (or, 
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as serious as we get around here), we’re told the 
game was originally going to be the 32-bit version 
of Streets of Rage for Sega's ill-fated machine but, 
with Sony's PlayStation becoming the dominant 
platform for third party publishers, the game has 
been translated for the PS and we couldn't be 
happier. The designers at Core have told us that 
they are going for "Tekken 2 meets real-time 
world" — offering the player a 3D version of classic 
side-scroll, beat ‘em up gameplay, with more 
moves and better character interaction. What 
we've played so far has been very impressive, and 
the quality of the textures and level of detail in 
the 3D environments screams "next-level." The 
plot revolves around four characters who have 
banded together to take on an evil scientist by the 
name of Dr. Zeng. There’s Mace Daniels, a beauti- 
ful-but-tough private investigator, who happens 
upon the Doctor's evil schemes, Hawk Mason, 
Mace’s long-time friend and vigilante street fight- 
er, Alana McKendrick, an assistant who saw her 
mentor gunned down by Zeng’s thugs, and 
Smasher, a huge, buffed-out prisoner, who is will- 
ing to fight for the greater good in exchange for a 
pardon. Each character comes complete with their 
own unique fighting style and set of moves. 
Speaking of moves, Fighting Force promises to 
offer up to 50 moves per character, addin 
tremendous depth to the fighting system (hence 
the Tekken 2 reference above). Fighting Force will 
make its official debut at E3 and ship to retail later 
this summer. We can’t wait 
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DEATHTRAP DUNGEON: 


This ae brings back many fond (for Dave, at 


least) memories of the many Amiga hack & slash 
games that were prevalent on the way-ahead-of- 
its-time computer system — in particular, Sword of 
Sodan. The battles were so brutal and bloody, and 
the gaming good. As with last year’s Tomb Raider, 
the in-house design team at Eidos Interactive 
seems to have located a little piece of the 
PlayStation software library that nobody has inves- 
tigated yet — by bringing classic swordplay into a 
real-time 3D environment that is somewhat similar, 
at least in presentation, to Tomb Raider. The game 
offers the player 16 massive levels and 55 different 
enemies, including fire-spitting dragons, orcs, zom- 
bies, etc., and, in addition to the relentless sword- 
play, Deathtrap will offer plenty of puzzle-solving 
scenarios and secret areas that have to be uncov- 


ered. You will also have magic spells, missiles and 
muskets at your disposal, over and above your 
trusty sword, and there’s a nifty chalk option which 
lets your player mark chalk “Xs” on walls and floors 
in order to keep from getting lost in this massive 
domain. Deathtrap Dungeon should hit the streets 
sometime in August. 


NINJA: 


Ninja has actually fallen back a bit and will be 
delayed possibly until the end of the year (rather 
than the late summer release that was originally 
planned). This short-term delay isn’t due to any- 
thing wrong with the product's development. No 
sir, Eidos has so many potential hits this year, they 
don't wnat to shoot themselves in the foot by 
releasing all of their stellar games at once — makes 
good business sense to us. Suffice to say, you will 
be too busy playing Tomb Raider 2, Deathtrap 
Dungeon and Fighting Force to really care. For 
those of you that may have missed the early pre- 
views we've done in past issues, Ninja is a 3D mar- 
tial arts-style game that draws its references to titles 
like Shinobi and Ninja Gaiden. The game offers 
huge, go almost anywhere levels and smooth char- 
acter animation. There will be light puzzle solving 
elements but the emphasis will be on arcade-style 
martial arts fighting. Start saving your money folks, 
as these games can’t be missed! 


ecicienyprilee se 


ELECTRONIC ENTERTAINMENT 


— 


es 


“ FIGHTING FORCE 


FIGHTING FORCE 


FIGHTING FORCE 


enterilaqainment: ine 


Acclaim will be the first to admit they've had 
_ some hits and misses. While most of last year’s 
__ releases were, for the most part, mediocre at best, 
__ they did have a few surprises (Alien Trilogy, Bust a 
~ Move 2, Tunnel B1). Going into the 4th quarter 
_ this year, they seem to be on the right track, 
focusing on quality over quantity. 


BATMAN AND ROBIN: 


Hey crime fighters, another rendition of ye olde 
Batmeister is set to come home to a PlayStation 
near you. That's right, Acclaim Entertainment and 
Probe are working on a fall release for their 
upcoming title based on the new “Batman and 
Robin” movie (you know, the one with Alicia 
Silverstone as Batgirl — hubba hubba). The new 
game will feature elements of fighting, driving, 
and sleuthing (a new word for an old concept). 
All the action will take place in a 3D, third person 
perspective, with a simulated time element that 
will make you slower paced gamers think a little 
quicker — there’s no time for dilly dallying, you've 
got to save Gotham City for the umpteenth time! 
Players will be able to take on the role of Batman, 
Robin, or Batgirl, and utilize each of the charac- 
ter’s individual fighting moves. Another nifty fea- 

_ ture in B&R is the ability to use the Batcomputer 
in the Batcave to analyze any evidence you may 
have found — cool. From what we've seen so far, 
Probe’s vision of Batman looks to be the closest 
and most enjoyable of the dozen or so variations 
that we've played over our many years of gaming. 
(And, one that might finally satisfy Dave.) 


FORSAKEN: 


Here’s a new 3D shooter that pits the player as a 

ruthless mercenary on Earth, after the planet has 

been wiped out by an uncontrollable fusion. The 

planet is basically left for dead and has been listed 

as lifeless by the committee that oversees such 

things. This translates into an open invitation for 
_all the freeloaders of the galaxy to come and snag P60 4 | 
_ what they wish. You ARE one of the freeloaders, Be eee , } ee 

and it is your duty to search for items you may or Shr <a : 
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other looting SOB that may cross your path. All 
the players in Forsaken ride on “cyber bikes” and 
drive through fifteen different areas in search of 
the goods. The game has a definite Descent look 
to it, but with more variety and graphic detail in 
the various levels. There are tons of different 
weapons to collect, ranging from missiles that take 
away other players’ weapons, to plasma filled fire- 
balls that light up the nighttime sky like a cheap 
neon sign on a corner convenience store. Look for 
Forsaken sometime this fall. 


NHL BREAKAWAY ‘98: 


Things look to be going well for NHL Breakaway 
‘98, as on a recent tour, everyone in our office 
was impressed with all that Acclaim had put into 
the game. The beta version, that we received in 
early May was about 70% complete, and we liked 
what we saw. The gameplay is at break-neck 
speeds, but can be slowed down for those of you 
that like a different pace (note: "slowed down" is 
still as quick as anything you've played before). 
Some of the features in NHL Breakaway ‘98 
include the ability to control an offensive player 
that doesn't have the puck, smooth motion cap- 
tured polygon characters, and a neat system call 
“Momentum based checking” that takes into 
account individual players’ weights and speeds as 
they crush their opponents into the boards. To 
account for the players personal characteristics, 
each character has their own size based on height 
and weight. You will also find both NHL and 
NHLPA licenses, the ability to trade and create 
players, and the use of button passing, very similair 
to what Sony has used. 


NFL QB CLUB ‘98: 


NFL Quarterback Club ‘98, featuring Green Bay 
Packers quarterback Brett Favre, is being devel- 
oped by Iguana for release later this summer. This 
succesful series from Acclaim is in its third install- 
ment for the Playstation, and could finally be 
ready to compete against the heavy weights from 
Sony and EA Sports (you know, GameDay, 
Madden...). As far as the new game is concerned, 
all 30 NFL teams and over 1500 players are 
included, along with the ever popular trade and 
create player options. The players are all polygon 
and the stadiums have been nicely rendered in 
three dimensions. There's season long stat tracking 
in nine different categories for both team and 
individual league leaders. The roster management 
options include trading, signing, and creating 
players, as well as having to deal with salary cap 
issues. Marv Albert has the play-by-play duties, 
and the motion capture was done using Adrian 
Murrell of the New York Jets. 
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ACTIVISION. 


_ Activision's initial attempt at making a big splash 
on the PlayStation last year was met with mixed 
results. So-so games like Blast Chamber and 
Time Commando didn’t impress the hardcore 
PlayStation gamer and, as a result, they looked 
to their own in-house developers for the 
answer. With the recently released Mech Warrior 
Il this year, Activision upped the ante and will 
continue to do so with some cool-looking, orig- 
inal in-house products (Pitfall 3D and 
Apocalypse) as well as a comprehensive racing 
game (Grand Tour Racing ‘98) from UK devel- 
opers, Merit Studios. 


APOCALYPSE: 


Obviously, the big news here is the fact that 
mega-action star, Bruce Willis, has teamed up 
with Activision and lent his likeness for this “vir- 
tual buddy”, 3D action game. In Apocalypse, 
you control the other guy while Bruce’s charac- 
ter provides constant back-up and feedback on 
how you're doing. This is a new approach that’s 
never been tried before, and the result, if pulled 
off correctly, could be very cool. At its basic 
_ core, Apocalypse is a third-person shooter remi- 

niscent of the Contra series, set in a dark, post- 
apocalyptic future. The locales you'll find 
yourself fighting for your life in, range from the 
rooftops of burned-out skyscrapers to dank, 
underground sewers to chilling, nightmarish 
cemeteries, but, we guarantee the action will be 
so fierce, you won't have too much time on 
your hands to notice. And just because a 

| Hollywood star is involved doesn’t mean this 

| | title is going to be inundated with stinky FMV. 

q Nope, even the cut-scenes with Bruce are ren- 
dered CG, you'll find none of that nasty stuff 
here. At this point, the game is still in its early 
stages, with most of the necessary elements (I.e. 
Bruce’s motion capture animations and voice- 
overs, the basic graphical engine, the play 
mechanics, etc.) pretty much completed and 
ready to be inserted. What's left, are the various 
level and enemy designs and lots and lots of 

__ tweaking. Apocalypse could turn out to be 
_ something special. 


PTIFALL 3D: 


_ We've been covering the development of this 
_ title for some time now and are eagerly awaiting 
_ to see the final product. Each time we take a 

_ trip down to Activision’s Los Angeles studios, we 

~ are given a sneek-peak at its progress and, 
needless to say, it’s coming along nicely. 

_ Looking back into gaming history, Pitfall has 
pretty much been there every step of the way, 

and, it’s only natural, with the PlayStation being 
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the technical wonder that it is, this new version 


gets ushered into the 3rd dimension. Pitfalls 
engine is of the 3D, go-anywhere sort that is 
becoming more and more commonplace on the 
PlayStation these days. The action is followed by 
an intelligent, computer-controlled camera that 
zooms in and scales out depending on your 
location. If you’re familiar with any of the previ- 
ous Pitfalls, you will notice some of the “classic” 
gameplay elements left untouched — it just 
wouldn't be a Pitfall game if it didn’t have play 
mechanics such as swinging from vine to vine 
and jumping over huge sinkholes and pits. What 
you won't recognize is the main character's 
huge new pick axe in which to slice through the 
baddies and new magical abilities. Expect bril- 
liant light sourcing, smooth character tex- 
turemapping that eliminates polygon joints (like 
those in Tekken 2) and a huge, involving quest. 


GRAND TOUR RACING ‘98: 


Get ready to rally across the world with 
Activision's Grand Tour Racing ‘98, coming to 
the PlayStation this September. You might have 
seen the brief preview we did of this game, orig- 
inally titled Total Drivin, in April’s EXPORT. 
Since then, it’s been picked up by Activision and 
is currently n the process of being localized and 
tweaked for the American market. Grand Tour 
looks like it could be one of the top contenders 
in this year’s racing category with a truck-load 
of options, features and extras, such as the abili- 
ty to choose from eight international teams, a 
total of 40 distinctly different vehicles, three 
types of rally racing (Rally, Sports, and Buggy 
Off-road), six obstacle-filled, go anywhere 3D 
environments (Scottish Highlands, Swiss Alps, 
Sahara Egypt, Easter Island, Moscow and Hong 
Kong), 2-player simultaneous play via split- 
screen, accurate car physics and handling, plenty 
of hidden shortcuts and alternate routes, realis- 
tic environment effects like ice, snow sand and 
shale, flooded corners, rock slides — even col- 
lapsing bridges, multiple camera perspectives, 
and the ability to choose from morning, evening 
and nighttime conditions. Talk about everything 
but the kitchen sink! Usually, a racing game has 
one or two of these options, but Grand Tour will 
be the first to pretty much cover all bases. In 
addition to all of the features, Grand Tour has a 
very nice looking 3D engine and accurately 
“inspired” 3D modeled cars. 


GAMES 
_ ASC Games made a solid debut on the 
PlayStation last year with titles such as 
Hardcore 4x4, Perfect Weapon and, one of 
our personal favorites, Ten Pin Alley. This year, 
they intend to “take it to the max” with a 


new trio of PlayStation titles: Colliderz, 
Hardcore 2 and One. 


+COLLIDERZ: 


Colliderz falls into that same futuristic, arena 

_ sport category as LucasArts’ Ballblazer 

_ Champions, Acclaim/3DO’s Battlesport and, 

toa lesser extent, Psygnosis’ League of Pain 
and Accolade’s Pitball. As in these titles, 

_ combatants enter huge arenas in an effort to 
launch a pulsating puck into his or her 

| opponent's goal while protecting their own 

_ from being scored on. While it’s a simple, old- 

_ school kind of theme that’s been done before 

_ many times, ASC is putting their own spin on 
it. The setting of the game takes place in the 
year 2033, where the Colliderz Combat 

_ League (CCL) has been formed to curb 
increasing inter-alien violence. Because of 
each alien race’s ability to completely 

_ annihilate each other, the CCL is the best way 

to settle differences and injustices without 

_ going to all out war. One or two players can 

_ select their own electro-magnetically charged 

_Colliderz Craft, customize it to their liking, 

_ and battle it out over 20 different arenas. 

_ Colliderz will feature three different game 

modes: Grudge Match (exhibition), Slam 
Match (endurance) and Colliderz Combat 

League (league play, duh); over 2,000 possible 
craft design combinations based upon hull 
designs and power and shield generators, the 
ability to upgrade and customize your crafts as 

you gain points while climbing the league 

_ ladder, a multitude of high-speed camera 

_ angles as well as an instant replay option, and 

aggressive, interactive spectators that will 
throw objects such as power-ups and, 

_ consequently, power-downs while you and 
your squad monitor your competition's 

"progress at the local Interplanetary Sports Bar. 

_Colliderz is currently in the early stages of the 

development cycle and is slated to be released 
by December. 


Bs 
_The original Hardcore 4x4 was one of the first 
_ off-road racing games to come out for the 
PlayStation and remained competitive 
throughout the resulting efforts from other 
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third-parties. Already in production, Hardcore 
2 picks up right where the last left off with 16 
new tracks, ranging from the rocky mountains 
of Colorado and the arid desert of Las Vegas, 
to the backwater swampland of Louisiana and 
muddy tracks of an indoor stadium. There will 
be a whopping selection of 10 new off-road 
vehicles sporting different handling 
capabilities and engine power and, for 
maximum lift, you will now be able to 
customize your vehicle with accumulated race 
winnings — using a variety of special items and 
power-ups, including nitrous oxide, body 
work repairs, and engine, tire and suspension 
upgrades. What else is new in this off-roading 
sequel? How about daytime and nighttime 
driving conditions with realistic weather 
effects, such as fog, rain and snow, a new, 
active dashboard perspective, two-player 
simultaneous racing via split-screen and, if you 
can believe it, even more realistic suspension 
physics and damage effects. Hardcore 2 is set 
for a November release and we'll have more 
info in the coming months. 


ONE: 


Wow! In this business of reviewing video 
games for a living, we editors are some of the 
fortunate elite who get a chance to see and 
play games early-on in their development. |n 
doing so, we tend to get a feel for whether a 
game is going to be pretty good, just plain 
crappy, or, very rarely, something truly special. 
This is the case with ASC’s One. If ever a game 
had unlimited potential, this character-based, 
real-time 3D, action/adventure would be it. 
Looking and playing a little bit like a mix of 
Tomb Raider and 3D Contra, One sports a 
complete, "go-anywhere” 3D environment 
with a variety of vast open areas to explore. 
The story takes place 40 years in the future 
where the main character, John Cain, wakes 
up to find himself trapped in a vaguely 
familiar world with a huge metallic gun 
grafted to his flesh in place of his left arm 
Cain feels nothing but immense rage, and it is 
that rage that propels him into a quest to 
understand his murky past, his extraordinary 
origins and his incredible new powers. Even at 
its early state (it’s scheduled for a November 
release), One looks hot, with a super-smooth 
graphical engine and great, polygonal 
texture-mapped characters. ASC promises 
“unprecedented player control” with the 
ability to perform physical attacks, evasive 
rolls and acrobatic flips, as well as hanging, 
climbing and sliding moves. There are a bevy 
of other features as well, including a unique 
Rage Meter instead of the traditional power- 
up system, which strengthens and weakens 
based upon your momentum and state of 
rage, an intelligent camera which keeps you 
focused on the non-stop action, a multitude 
of power assault weapons, including plasma 
cannons, flame throwers and missile launchers, 
and an alternating two-player mode so you 
can participate with a friend. We'll definitely 
be seeing more of this great-looking game in 
the coming months 
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Besides ASCII Entertainment's top of the line 
peripherals, they always seems to have one or 
two tricks up their sleeves — especially when it 
comes to PlayStation software. This year is no 
exception with a three-pack of unique and 
diverse games. 


CLOCK TOWER: 


Clock Tower will score high in the originality 
category as its not really a game you can lop 
_ into a single category. It has horrific elements 
_ like Resident Evil, but it’s not an action adven- 
ture per se. It has an on-screen cursor that is 
used to “point-and-click” your character 
around the screen — similar to that of a PC- 
based adventure game — but it certainly isn’t 
that. It has dark and foreboding 3D graphics and 
plays like you're watching an interactive horror 
movie, but that's not the quite right either. 
_ Whatever it is, it’s damn-cool and is guaranteed 
to give you the chills if you play it alone, late at 
night with the lights off. The story focuses on an 
insane serial murderer who stalks his prey with a 
_ huge pair of scissors. It’s up to you to uncover 
_ the mystery behind these gruesome murders, 
_which are depicted in terrifyingly realistic, 


quit, 


_ blood-bathed 3D polygon graphics while keep- 


_ ing yourself from ending up as one of the 

_ decapitated, desecrated and disemboweled vic- 
_ tims. In addition to the realistic graphics, the 

_ developers of Clock Tower have gone to the 

_. extra effort of incorporating an alarming and 

_ disturbing ambient soundtrack. The terror of 


_ sound is wrought with dreadful combinations of 


eal 


__ silence and mounting tension, giving an added 
_ dimension and overall sense of uneasiness and 
/ suspense. Look for Clock Tower to premiere 
sometime during the third quarter of this year. 


FELONY 11-79: 


_ We showed this sharp-looking driving game 
_ (titled Runabout) in last month’s EXPORT sec- 
_ tion and, at that time, it hadn’t been 
announced who would be bringing this title 
_ over to America. It looks like ASCII has got the 
_ goods and will be debuting the now-titled, 
_ Felony 11-79 at E3. Actually, Felony 11-79 isn’t 
_teally a driving game, it’s more of an intense 
_ race where the objective is to find or collect 
_ certain items on each of the three courses then 
& | make it to the end before your time runs out. 
Fo "Although there are only three courses to race 
_ on (plus a practice track), the game offers _ 
| added longevity by giving the player a multitude st 
__ of different routes (some hidden) in which to 
__ complete their objectives. In addition, you start 
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out with only four of the 22 selectable vehicles. 
To uncover each consecutive one (which run 
the gamut from a trash-dumpster and a heavily 
armored tank to a Rally-style car and a Viper 
look-alike) takes a different feat, such as finish- 
ing the race without damaging your vehicle or 
causing an overt amount of damage to the sur- 
rounding buildings, parked cars, busses, fruit 
stands, barricades, on-coming traffic, etc. The 
graphics in this title are some of the best we've 
seen on the PlayStation, mixing elements of Die 
Hard Trilogy and the Ridge Racer series and the 
music is super-cool, out-of-the-ordinary surf 
rock. 


CAROM SHOT: 


You know your system's almost reached mass- 
market status when you start seeing Casino and 
Billiard games come out for it. This is not to say 
that these aren't great games and don’t have 
their rightful place amongst the Tomb Raiders 
and Crash Bandicoots of the world, it’s just that 
they appeal to a smaller, more specific audi- 
ence. At any rate, the purpose of this preview is 
to highlight ASCII’s new billiards game titled 
Carom Shot which, from early accounts, puts 
the only other pool game, VR Pool, to shame. 
Carom Shot offers a smooth and precise 3D 
engine along with amazingly realistic physics to 
create a very comprehensive game of billiards. 
There are multiple viewing angles in which to 
play accompanied by a fun Story Mode where 
you can bet, hustle and bank your way through 
various pool halls in a variety of locations, 
including bars, offices, docks and even China 
Town. Carom covers most of the variations on 
the game from 9 Ball and 8 Ball to Rotation, 
there’s even a tutorial which helps you learn the 
finer points. We'll see more of Carom Shot soon 
and it’s expected to release sometime toward 
the end of the year. 


AQUA PROPHECY: 


You might have noticed the one shot of a game 
titled Aqua Prophecy. We know it’s hard to tell 
from the screen-shot what kind of game it is, 
and to be honest with you, we haven't seen the 
game ourselves. All we've been told, at this 
point in time, is that it could be best compared 
to an underwater Tomb Raider. Hmmm... 
sounds interesting. 
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' Konami is entering this year’s E3 show on a 
_ roll. Earlier in the year, they released “In the 


_ Zone Il", which is, by far, the best basketball 

_ game available for the PlayStation. 

: Following on the heels of that success, came 
Vandal Hearts and Goal Storm, both quality 
titles, in and of themselves. The nicest sur- 

| prise of all was highlighted on our May ‘97 

| cover. Broken Helix is an outstanding title 

__ that continues Konami's tradition of 

_ thoughtful gameplay and intriguing story | eae 

_ lines. Not resting on their laurels, Konami : 

_ has a number of titles due out this Fall that 


| should have us all wishing for an early 
| Christmas. 


_ CASTLEVANIA: - 


_ As previewed last month, Castlevania is due 
| out this Fall and promises to be one of the 
_ best in the series. As the debate over 2D/3D 
| rages on we, here at Dimension Publishing, 
_ continue to focus on one thing: gameplay. If 
_ there’s one thing the Castlevania series has 
_ delivered in the past, it’s gameplay. This lat- 
_ est version, “Symphony of the Night”, while 
_ presented in 2D, will deliver some of the 
traditional action, spread out over huge 
non-linear levels that take advantage of the 
PlayStation’s storage capabilities. As with 
" others in the series, there are plenty of puz- 
if | zles to be solved and experience points to 
| | be gained, in order to reach the next level. 
| Whether you're a fan of the tried and true 
2D, or one of the 3D zealots that have 
taken over the gaming world as of late, you 
_ should find enough in the latest version of 
_ Castlevania to keep you occupied for some 
_ time. Stay tuned for continuous updates on 
__ the games progress until its release this 


_ Sept./Oct. 


|| NINTH ‘97: Seo 
ne ee 


_ The original Bottom of the Ninth, which 
_was released last May, was a solid first 
_ attempt at 32 bit baseball. If you recall, 
_ none of last year’s games were standout per- 
| formers, but most offered adequate rendi- 
18 | tions of America’s favorite pastime. This year, 
1B | most of the major players are back with 
sequels that are promising bigger and better 
_ features. Konami, not to be outdone by the 
EAs, Sonys and Accolades of the world, have 
tweaked last year’s game and added some 
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new features that should keep it competi- 
tive with the rest of the field. The first thing 
that was changed was the addition of multi- 
ple camera angles (the original only had 
one.) Thankfully, however, the hitting and 
pitching mechanisms have remained pretty 
much intact. Night games will be available 
in the ‘97 version, as well as enhanced stat 
tracking. The game will still keep its arcade 
quality, leaving the simulation attempts to 
Accolade and Interplay. We still won't have 
a MLB license, however, which always seems 
to put a damper on things, but the players 
license will still be there. The early version 
looks promising and we'll let you know the 
“bottom line” next month, when we get our 
hands on a reviewable copy. 


POY POY: 


You're probably saying to yourself, “what the 
heck is this?” This, our fellow gamers, is one 
of the more interesting titles coming from 
Konami this year. If you recall, in our June 
‘97 issue, we reviewed a title from Sony, 
called “Tail of the Sun”, that seems to follow 
a similar gameplay path. The goal here is 
pure silliness at its best. It’s sort of a survival 
of the fittest in a cartoon environment. The 
version we had was pretty early, but the gist 
of it goes something like this: pick up stuff 
and throw it at your competitors! We know 
it sounds pretty simple, and you can bet 
there’s more to it than that, but ultimately, 
that’s what it boils down to. We'll have a 
more detailed preview next month in our 
E3 wrap up; so we'll leave you with the 
immortal words of Fred Flintstone: “please 
pass the poy!” 


WHAT WE’D LIKE 
TO SEE: 


Although the Fall lineup for Konami sounds 
pretty impressive, what we'd really like to 
see is a sequel to International Track and 
Field. This game had the staff at Dimension 
Publishing tied up more than any game 
that's ever come through these doors. It is 
the ultimate party game. A new version, 
with some diving events and a little more 
polish on the backgrounds, would have us 
all singing “Joy to the World!” 
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BOTTOM OF THE 9TH '97 wy CASTLEVANIA. 


Sir-Tech Software, Inc., is heading into the PlayStation market with 
their first two titles "Excalibur 2555AD" and "Wrecking Crew.” The 
developers of the games (Tempest and Quickdraw, respectively) 
have borrowed on two of the PlayStation’s hottest themes in bring- 
ing their titles stateside — action/adventure, a la Tomb Raider, and 
fun-filled loony driving, a la Motor Toon Grand Prix. If you're going 
to jump in feet first, there’s nothing like jumping in with some solid 
titles, so let's see if Sir-Tech will be Knighted or need to be righted, 
here in the states. 


EXCALIBUR 2555AD 


We have been looking forward to an Excalibur type of game for 
many years, and now we ve got a taste of one, However, rather than 

1 the action taking place during the time period of Camelot and King 

| Arthur, the title of the name suggests that things have bypassed 

| many generations. Well, the story is (short version) that Earth gets 
wiped out by a meteor around 2105, and that any and all remaining 
humans are living in underground cities. Well, the ruler of society, 
some mad cat named Delvar, wants to go back in time and snag i Se , i oo 8 
Excalibur (a magical sword, for those of you not following along) Aye —o | : oo 
in order to increase his control over the minions. Well, ol’ Del is a 
successful in his attempt, and that leaves all of Camelot and, 
in particular, Merlin, wholly irritated. The magician is ae 
able to cast a spell that enables someone to go back we J 
to the future and recapture the sword. Thatsomeone 
is Merlin’s niece, Beth, lovingly portrayed by you, the a 
gamer. From this point on, you don't know any- Se 
one and all you have is your trusty sword, ‘Zz : 
albeit nowhere near as bitchin’ as % 4 

Excalibur. You will barter with 

q people for information on the where- 

: abouts of the magical weapon, or you can st — 

it chop ‘em down. oe rS 


} | WRECKING CREW i 


This arcade style racing game is based AQ tmmnIe 
onthe concept of combat, lunacy, gimme 
and stunt racing. Much in the fashion ils a te ae 
of Motor Toon Grand Prix “4 ims ... ‘ | : : 
(without the char- pene SN og sy . ks Ce 
acters) and i i ar. ~~ 
Mario Kart, 
the emphasis is 
on fun and trickery, more so than blinding speed 
and super car line-ups. Wreckin Crew offers 
gamers the chance to drive many stylized vehi- 
cles, from souped-up Fords and Chewys, to 
old time hot-rods. There will be plenty of 
stunt tracks, hidden bonus levels, and the 
ever popular “death matches.” As players race 
around the courses, there will be plenty of \ 
power-ups, ranging from weapons, nitros, Bis. 
teleports, and repair kits. Each car has —>/ 
their own special move, allowing the lati ; , | oo 
player to either leave his competitors He | ; ae 

ina cloud of dust, or surround y a -— 
them in flames, or even shrink : 
the other vehicles! Pretty 
wicked stuff. 
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MGM Interactive will be making a splash at 
this year’s E3 with the introduction of their 
first titles for the PlayStation. Scheduled to 
debut at this year’s show will be three titles, 
all with unique gameplay styles. The first title 
_ due out is “Machine Hunter”, first seen in our 
_ ExNews section in the June ‘97 issue of 
__ PSExtreme. On the heels of Machine Hunter 
__ is the game that many companies have tried 
__ to mimic; Rollerball. This futuristic sports 
game is based on the United Artists movie 
and will take place in the 2098 Rollerball 
_ season. Those of you lucky enough to have 
_ read our April ‘96 issue will undoubtedly 
' remember our cover feature Return Fire, one 
_ of the best multi player games of all time. This 
| | fall, MGM will be publishing the sequel, , . : | ue — 
| | Return Fire Il, developed by the same folks, a — a a oe a 
_, Silent Software, who brought you the | ; oo 
_ original. Quite an impressive lineup for 
someone fresh out of the box; which doesn’t 
include a couple of titles slated for later in 
__ the year. WarGames and Maximum Gauge 
_ should hit retail late fourth quarter; we'll get 
you more info on these titles as soon as we 
get it. 


MACHINE HUNTER: 


_ This 3D shooter should add a little excitement 
__ to the category this summer, as it promises to 
_ bea very unique title. Machine Hunter is an 
__ all out struggle to save the human race, 

_ where your main advesaries are droids and 

~ alien invaders. Nothing really new here, 
except for the fact that after you defeat each —" 
droid, you can “morph” into its body and ' meow 
assume its characteristics and weaponry. You 
also have some pretty cool weapons at your 
disposal, such as plasma cannons and grenade 
launchers. At first glance, you might think this 
__ is just another “Loaded”, especially with the 
_ top down perspective. Don't be fooled, 

_ however, as there are many unique gameplay 
elements to be found throughout the game. 
We should have a full review later this | : 
summer. B.S © 2 Ve oe : 


ROLLERBALL: 


_ What can you say about the whole rollerball 
_ experience, other than it’s been attempted 
by numerous game developers (Accolade, 


Psygnosis, and now ASC and MGM) and most 
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4. No Purchase Necessary to Enter: To enter, send 
age and phone number, along with your answers 
questions asked here . Only one entry per person. ca 
be destroyed. Entries with all questions answered will be 
“valid” and entered into the sweepstakes draw 7 


N BIG WITH PSEXTREME 
HERE'S HOW! 


Just fill-out the Reader Survey Card below, send it in, and you are eligible to win our Grand 
Prize drawing. What's the Grand Prize? How about a complete library of all the 1997 Gold 
and Platinum PlayStation™ games, as rated by the editors of PSExtreme? That's a lot of 


~ received no later than 11/30/97. Dimension Publishing 
_ sible for lost, late, mutilated, illegible, incomplete or 
2. Prizes: Ten (10) winners will receive a complete 
— Goid and Platinum PlayStation™ games, as rate 
~ PSExtreme (approximate retail value of $500.00). BP rese 
to substitute prize of equal value if prize is unavailable 
transferable and no substitutions allowed. = 
3. Winners: Winners will be determined by a single random dr 
valid entries received by the Sponsors, whose decisions 
Drawing to be held on or about 10/1/97. Winners: be 
mail. : = 
4, Odds of Winning: The odds of winning depend on number 


received. : 

5. Eligibility: Promotion open to residents of United States on! 
any prize/prize notification as undeliverable will result in: 
tion and an alternate winner will be selected. Winners. 
to sign an affidavit of eligibility/release of liability/prize 
in 7 days of receipt or forfeit prize. If the winner is a 
will be awarded to parent or legal guardian. By ace 
ners agree to the use of their name and/or likeness 
advertising, trade, or promotion without further co 
prohibited by law. Employees of DP and their families 

—  DPis not responsible for any damages, taxes, or & 
— ight incur as a result of this sweepstakes or receipt 
— §, Winners List: To obtain a list of winners, send a 

—  €nvelope to Readers Survey, Winners List, Dimension 
Chess Drive, Suite E, Foster City CA 94404. Requesis 
must be received by 10/1/97. Allow 6-8 weeks for de 


booty, and there will be more than one winner! That's right, 10 lucky Reader Survey Card 
Filler-outers will each get the entire collection — and they will be featured in the January, 
1998 issue of PSExtreme, along with the 1997 Extreme Awards for Excellence in Gaming. 
Let's get busy... send the card in today, and win all the games that are fit to play! 


= sist. = 
— 7. Restrictions: Void where prohibited or restricted by jaw. 
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FILL THIS 
OUT! 


Name: Do you rent games before purchasing? 
Address: O Yes QNo QO Rarely 


City: State: Zip: Do you purchase game specific strategy guides? 
Ss + Fes D iT What is your age? O Yes OONo QO Rarely 
Sex? Do you own a Pentium based PC with CD Rom? 
} Ry ° Your marital status? () Married (Single Q) Yes (No 
What is your profession? Do you purchase PC games? () Yes (No (Rarely 
Do you own a 3D accelerated video card? 
Wy ¢ What is your highest level of education? O Yes ONo 
b UO High School (College (Advanced Degree Are you on the internet? () Yes (No 
Your current income? What types of games do you regularly purchase? 
W j Py ) 0-25,000 ()25,000-50,000 () 50,000-75,000 
* Q) 75,000-100,000  100,000+ Do you own any PlayStation peripherals. If so, which 
How many PlayStation games do you own? ones? 
How many games do you plan to buy this year? 
What other systems do you own? How long have you owned your PlayStation? 


What other magazines do you read for PlayStation 


Where do you purchase PlayStation products? information? 


1 A CRASH COURSE IN GAMING! 


Get a FREE copy of Crash Bandicoot: The Official Strategy 
Guide when you subscribe to the best, the only, monthly 
dedicated PlayStation” magazine — PSExtreme! 


Name 


Address 


KW 


= 


—— 


7 


Ny 


City State Lip 
Please send me: (112 Issues of PSExtreme for only $19.95 — 
plus my FREE Crash Bandicoot Official 


Make checks payable to 


Dimension Publishing ‘ ss * Re 

1175 Chess Drive, Suite E 7 Strategy Guide. (add $150 shipping & handling) _ 

____ Foster City, CA 94404 _] Check or money order enclosed. 

Mexican and Canadian orders $29.95 for sub- 
scriptions plus $3.50 shipping & handling. 7 a 7 7 
Foreign orders call for pricing. Bill —— aS) Visa WU Mastercard : 
Allow 6-8 weeks for delivery. 
Card #: Exp 
=> aia To order by phone e 
aster VISA call: aa 
PSEdreme 's a trademark of Dimension Publishing, Inc. The rafings icon is a registered trademark of The Interactrve Digital Software Assocation. Printed and Manutactured in the U.S.A THIS SOFTWARE |S COMPATIBLE WITH PLAYSTATION oy 


fash 


CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATEN 
Naughty Dog. Inc. The Sany Computer Entertainment logo ss 2 trademark of Sony 


{ the Crash Bandicoot logo are trademarks and copyrighted properties of Universal interactive Studios, inc. Source Code ® 1996 
tabon logos are trademarks of Sony Computer Entertainment Inc A 


Dimension Publishing 
PSExtreme Reader Survey 
1175 Chess Drive, Suite E 
Foster City, CA 94404 


Dimension Publishing 

Get a sub, bub. 

1175 Chess Drive, Suite E 
Foster City, CA 94404 
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have come up short of recreating the 


absolute thrill and violence of the movie. 
Well, if anyone should be able to do it, you 
would think it would be the folks with the 
license. This is what we have with Rollerball 
from MGM. No more psuedo-futuristic 
hockey/football games, this is the real thing. 
Based on the United Artists movie and the 
2098 Rollerball season, players will get an 
opportunity to manage teams from around 
the world made up of strikers, enforcers and 
other scoundrels who compete by using jet 
bikes and magnetic in-line skates. The game is 
being developed by Stormfront studios, which 
is probably best known for their “Andretti 
Racing” title from EA Sports. No word yet if it 
will support the link cable, but a two player 
split-screen mode will be included. 


RETURN FIRE Ii: 


The original Return Fire was one of the few 
games that was better on the PlayStation 

than it was on the 3DO, and definitely one of 
our all time favorite games here at Dimension 
Publishing. Return Fire II will not only take 
place in the desert, but in the city as well. 
This time around, we'll see a greater arsenal of 
weaponry, including, but not limited to, PT 
Boats, Jump Jets (better known as Harriers) 
and helicopters. The scenarios will take place 
in photorealistic 3D settings, updating the 
look of the original. In addition to battling 
your opponents, you must also face the 
weather conditions which will include rain 
and blizzards. Since most of the success of the 
original was due to the two player mode, the 


developers, Silent Software, have made sure 
that a number of multi-player opportunities 
are available in the sequel. Some of the 
choices will include 

split screen battle 

scenarios and 


airborne dogfights. 

Like the rest of 

MGM‘‘s titles, 

Return Fire II is 
scheduled for a fourth 
release, and we should 
have a reviewable copy 


this Fall. 
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_ Love it or hate it, no one can deny that Mortal 
_ Kombat is one of those landmark titles that 
_ changed video game history. Street Fighter II 
may have re-launched the fighting game craze 
(Data East started the craze years earlier with 
Karate Champ—the first popular two-player mar- 
_ tial arts tournament game.), but Mortal Kombat , on 
took the genre one step further with digitized | ee _— 
_ combatants and special finishing moves called MK MYTHOLOGIES 
“fatalities.” Kids loved it, parents hated it, the = = meme aa 
_ U.S. Senate investigated it. 
The first thing to know about Mortal Kombat 
Mythologies is that it does not follow the mar- 
tial arts tournament format of other Mortal 
Kombat games. Mortal Kombat Mythologies 
revolves around Sub Zero, the blue ninja with 
|, the chilling ability to freeze his opponents. To 
' be more precise, the game revolves around the 
© original Sub Zero—the one who was killed by 
Scorpion. For lack of a better term, some peo- 
> ple have described Mythologies as a side-scroller, 
' but that label is not accurate. The majority of 
| the action in Mythologies takes place from a side 
view, the primary characters are 2D, but you also 
_ face a lot of 3D enemies and the environments 
_ are three-dimensional. The game involves a lot 
_ of puzzle solving and things of that nature, too. 
- It's more Out Of This World meets Mortal 
_ Kombat than a simple side-scrolling game. 
| The basic play mechanics from Mortal Kombat 
_ are intact in Mythologies except that it’s really 
| not the same type of game. Sub Zero does every- 
_ thing in Mythologies that he can do in Mortal 
| Kombat. He's just got additional moves added 
| to help him explore the environment. 
| The game has a very lush look to it and the sounds 
» are very dramatic. The guy who did the music 
> for the last three Mortal Kombats, is on-board 
| for Mythologies, and he is taking the soundtrack 
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SAN FRANCISCO RUSH 


, San Francisco Rush is more complex than simply 
> drawing an asphalt-colored oval and placing 
© buildings and signs around it. The three features 
| that make the game different from other racing 
| titles are its use of genuine San Francisco land- 

_ marks, jumps and off-track shortcuts. 

One track lets you jump over Lombard street. 
| Track 2 has a jump that can put you up on a roof 

_ and it has a jump that sends you through a build- 

_ ing. You crash through a window and go right 

through a building and out the other side. 
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through San Francisco at really high speeds. 
You drive over the tops of hills at 150 miles an 
hour and end up flying for 5 blocks. 
San Francisco's hills are not the only Bay City 
landmark represented in this game — San 
Francisco Rush also has many other famous sites. 
Let's take Track 1. You start right behind the 
tunnel... You go downhill to the Golden Gate 
bridge... the bridge is there. Next, you go across 
the bridge and cross the Presidio... the Presidio 
: . -& : | isthere. You turn right, go through the city, 
a le a ~ go through a tunnel. There is a tunnel at that 


| e — location in real life as well. 
SAN FRANCISCO RUSH 
: — MIDWAY COLLECTION 1 


This collection is really a mix of what were both 
Midway and Williams titles from the mid-80’s. 
We feel a little background is in order to help 
avoid confusion. Through some very clever, high- 
power purchasing, Williams bought Midway and 
Time Warner Interactive, along with the rights 
to most of the classic arcade games made by 
Midway and Atari. Soon after, they took on the 
Midway name as their own, so the company that 
was once Williams is now Midway. Only a lawyer 
would truly understand. 

Having gotten that out of the way, let's get on 
to the important stuff. Midway Collection 1 will 
feature, some long awaited, limited-release 
Williams games like Blaster, Splat, Joust 2 and 
Moon Patrol along with some true Midway greats 
like Spy Hunter and Burgertime. We're really 
looking forward to this one, especially to get a 
chance to play those rare game that we other- 
wise would probably never have seen. 


ATARI COLLECTION 2 


Very little explanation is needed for the following 
games: Crystal Castles, Marble Madness, 
Paperboy, Road Blaster, Gauntlet and Millipede. 
Old school gamers will know all about these truly 
ground breaking titles, most being the very first 
games of their genre, setting gameplay standards 
that many games today still can’t match. 


~ 
a 
ou 
o 
<= 
H 
W! 
mw 
oO 
o 
LS) 
m 


| 


Mi 
: 
oy 
| 


i fig 


Aug 


YU 


UUUNNUAUAUA 


| 


Be 
F 
. 
4 


OO 


i 


Qu 
A 
TT 


PUTT 
1 « 


Malofilm Interactive and Megatoon Studios is 
_ set to release their first PlayStation title, Jersey 
_ Devil. Malofilm and Megatoon have both 

_ been involved on the PC side of gaming for 

_ many years, working on titles that combine 
the strength of solid gameplay with graphic 

_ representation that most of us can only recall 
_ seeing in games like Tiny Toons Adventure 
_and Aero the Acrobat. The Canadian 
companies seem to be on their way to 

_ PlayStation success with Jersey Devil, and will 
no doubt bring out more titles later in 

_ the year. 


JERSEY DEVIL: 


This 3D animation game uses tried and true 

_ gameplay mechanics, along with lavish 
_cartoon-styled graphics to offer gamers a fun- 
_ filled action platform experience. Of course, 
any game in this mold draws immediate 

_ comparisons to Crash, Mario, and Sonic; but 

_ in the case of Jersey Devil, Malofilm has been 
_able to encompass the true cartoon feel 
delivered from a Saturday morning episode of 
_ Bugs or Tweety. The main premise in Jersey 
Devil is that our hero is trying to stop the 

_ antics of one Dr. Knarf before he transforms 

_ the entire city into a bunch of mutated 
vegetables. One of these mutants, Dennis the 
_ Pumkinhead, is Dr. Knarf’s right-hand 
_vegetable, and is the main nemesis to Jersey 
Devil. JD can run, jump, lean, somersault, and 
_ glide (with the help of his wings) as well as 

_ drive different vehicles, and even ride a mule 
or two! The game utilizes multiple camera 

_ angles, that the player can manipulate, with 

_ roving or static cameras depending on how 

_ you want to view the action. Look for this 

_ exciting title to release sometime in Sept. 
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If you've been playing video games for a 
while, you've undoubtedly played one from 
Accolade. They first appeared on the scene 
with the Commodore 64, and have not only 
built a name for themselves but have 
el produced a couple of quality franchise titles. 
SIs With a new Hardball around the corner, and 
a smokin’ new Test Drive featuring muscle 


HARDBALL 6 cars, we should be in for a banner year. Here's 


a closer look at their upcoming titles. 


HARDBALL 6: 


The first thing you'll notice about the new 
Hardball is that digitized graphics are history. 
That's right, Hardball 6 will feature polygon 
players and true 3D surroundings. Granted, 
this is nothing new in PlayStation baseball 
games, but it makes the possibilities in 
Hardball 6 much more interesting. As of this 
date, there is still no word on whether or not 
we'll have an MLB license, but the players’ 
license will definitely be there. An interesting 
side note, however, is that Accolade is 
pursuing the MLB license, but MLB is holding 
back because they feel they have granted too 
many licenses already. Maybe, if some of the 
games that already had the license were of a 
little higher quality, we wouldn't have this 
problem. Anyway, we'll let you know when 
we know. Included in this years installment 
will be a couple of “special” stadiums, one of 
which is the San Francisco Giants new home, 
Pac Bell Park. It looks like Accolade could be 
taking the franchise in the right direction. 


TEST DRIVE 4: 


Talk to anyone at Dimension Publishing and 
you Il quickly realize that we're all a bunch of 
driving game freaks. This probably explains 
why we love the PlayStation so much; there’s 
no better place for driving games. This Winter, 
Accolade will be releasing Test Drive 4. This 
latest installment is centered around the 
legendary performance of the muscle cars of 
the sixties, matched against the high tech cars 
of the nineties. The list of cars to choose 
from, while not complete yet, is mighty 
impressive. Get a load of this list: Shelby 
Cobra 427, Chevrolet Chevelle SS 454, 
Dodge Viper, Plymouth Hemi ‘Cuda, 
Chevrolet Corvette, Shelby Series 1(this is the 
new Shelby with the Oldsmobile Aurora 
engine), the Jaguar XJ220 and the TVR 
Cerbera. As of this date, we're still waiting to 
hear if Accolade will obtain any additional 
licenses. The game is being developed by 
some of the same folks that developed the 
awesome destruction Derby series for 
Psygnosis. If that doesn’t get you excited, 
nothing will. The gameplay will be very similar 
to the original Need For Speed, which, if 
you've been around long enough, you'll 
recognize was a take off on the original 
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T.HQ will be showing over half a dozen titles 
for the Playstation, showing their commit- 
ment to the game console we hold so dear to 
our collective hearts. Although we haven't 
had much time with some of these titles, we 
look forward to bringing you hands on infor- 
mation after the show. 


Wwcw Vs. NWO: 


A slick new wrestling game featuring your 
favorite characters from the weekly episodes, 
Nitro will include the Hulkster, Sting, Lex, 
and others, all 3-D rendered for your 
wrestling pleasure. WCW also promises tons of 
new moves and animations. 


BASS MASTERS CLASSIC: 


The fishermen haven't been left out of the 
licensee game, as this hook ‘em and reel ‘em 
wonder features fishing “legends” Gary Klein, 
Shaw Grigsby, and Davy Hite. No doubt 
you've seen them on a box of Wheaties... 


VS.: 


Here's a fighting game that lets you take on 
the role of a former Red Army sergeant and 
an ex-Homecoming Queen — now that’s 
diversity! There’s also another dozen or so 
characters to choose from, all aiming to sur- 
vive the mean streets that are littered with 
gangs out to ruin your day. 


BRAVO AIR RACE: 


Finally - a racing game on the Playstation 
that uses airplanes instead of cars, cyber-vehi- 
cles, or other futuristic machines. This one has 
biplanes, jets, even the Stealth Bomber! 
Cool. The different courses include city 
streets, deep, narrow canyons, and tree filled 
forests. 


GHOST IN THE SHELL: 


Based on an old Police album, uh, Japanese 
sci-fi film, this shooter features tons of hi-tech 
weaponry, and a one man tank that is con- 

trolled via your cybernetic consciousness. 
We're just kind of stuck in neutral... 


BRUNSWICK WORLD TOURNAMENT: 


Here’s a bowling game that features real pro 
bowlers - unfortunately, we can’t think of 
any (King Earl's still retired, right?). This game 


ELECTRONIC ENTERTAINMENT 
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will play like the tournament it’s named after, 
and the bowlers will need to control their 
spin, speed, and weight, to advance to the 
finals! 


DEAD UNITY: 


Here’s a real time. 3-D rendered 
action/adventure game that puts the gamer 
in an alternate reality world of science fiction, 
drama, and suspense. That's all. 


SPEED TRIBES: 


In the “spoke-too-soon” category, here’s a 
racing game that involves “aercycles”. The 
player must join one of the six different 
Speed Tribes, and try to wipe out his oppo- 
nents while keeping his own head from being 
disembodied. Sounds like a gory Road Rash. 
We'll let you know in August. 


Ocean has had it tough in the next-genera- 
tion console market, at least in America. In 
Europe, they've released quite a few success- 
ful titles but, over here, most of them either 
haven't shown up or were published by 
another company (such as Acclaim). This 
could possibly change by the end of the year 
as they are gearing up with a few good-look- 
ing big hitters like Mission Impossible and 
Multi Racing Championship for the N64, and 
V-Rally for the PlayStation. Since we don’t 
cover the N64 here, we'll concentrate on the 
; one PlayStation product they will be produc- 
: ing. 


V-RALLY: 


Question: How many racing games can the 
PlayStation market withstand before it 
becomes over loaded? It looks like we're 
going to find out the answer sooner or later, 
as more and more are making their way to 
the little grey box every month. At the very 
least, it’s going to take a great racing game to 
get noticed in the steady stream that is cur- 
rently being developed. V-Rally could be the 
one, as it features a gorgeous, real-time 3D 
TE ophveryy , mete engine that showcases the PlayStation’s light 
STABERDD wt Sg 2 Po ve “syage 2° aa sourcing, texture-mapping, polygon-render- 
= z eae : 5 | , 4 ing and Getand shading capabilities — all 

OF ta. which promise to enhance your driving sensa- 
. tion: As the name implies, V-Rally is a rally- 
style racing game that features the toughest 
racing locales from around the world. 
Unfortunately, there is not much more to 
comment on, as we haven't had the oppor- 
tunity to get any hands-on time with the 
game as of yet. We'll be back in next month's 
issue with a more detailed preview. Until 
then, check out and enjoy the cool shots 
scattered across this page. 
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PUBLISHED BY VIRGIN — DEVELOPED BY TETRAGON 


It doesn't happen very often but, 
every once in a while we unknow- 
ingly review a game that wasn't quite 
finished. This happens for one of two 
reasons: either we were told the game 

| was final and the game publisher/ 
a mame developer ended up doing more work 
to the game between the time when 
they gave us the 'final' copy and the 
actual retail version hitting the 
shelves, or we were told that the game 
was finished and it simply wasn't. 
In either case, we feel itis our duty [= eeeeeeeesseeneeneE 
to you, and the game publisher, to ended up becoming. Well, the final 
give you the most accurate infor- version of the game was just a tad 
mation possible. To this end, I offer more impressive than the one that 
an updated analysis of Virgin's Zach played. The engine that Tetragon 
"Nanotek Warrior", a game played developed for NW goes far beyond 
and reviewed by Zach in our March, any of the standard 3D shooting/dri- 
i & 19977 issue. For those of you that ving engines we've seen in other first 
| SSE it, I will give you a quick syn- and second generation PlayStation 
SR A aan aianraai opsis of Zach's review, software. The game's tex- 
followed by my addition- | | tures and colors are unique 
al comments on the final | J; and much cleaner than in 
product. i omy, Most PS games to date. 

Although Zach en- ~-# lhere are 16 levels in the 
joyed the game, he was | game, each made up of a 
semi-critical of thef ii main stage and a boss 
game's graphics and he 4) stage (+ bonus stages). 
stated that the game was jj ay The gameplay is more 
too short, and that you ; - - reminiscent of Atari's clas- 
were unlikely to go back and play the sic arcade game, Tempest (and the 
game again. His ‘Bottom Line" for excellent Tempest 2000 for PS, PC 
the product was Silver and an 85% _ and the ill-fated Atari Jaguar) than 

__s score. Certainly, this was a good rat- anything else. The frame rate is excel- 
_ MTT INS but not quite as goodasthe game lent, the graphics detailed and the 
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music is a good compliment to the 
action (although, as Zach stated in 
his review, these techno soundtracks 
are all starting to sound the same.) 
Players can strafe, speed up and slow 
down, jump, rotate their craft, gath- 
er health and special weapon power- 
ups and use smart bombs. In addition, 
the jumping part of the 
action has been empha- 
sized, to the point where 
Nanotek brings a vertical 
nature to the game that 
really works well with the 
"around-the-cylinder" 
movement and play 
mechanics. Like any shoot- 
er worth its salt, there is 
never a dull moment, and 
the screen is always filled 
with action. Unlike most 
shooters, the game empha- 
sizes collisions or, more 
accurately, avoiding them 
to the best of your abili- 
ty. These obstacles really 
add depth to the gameplay 
experience and actually 
make you think every once in a while 
(a rarity in the classic mindless shoot- 
‘em-up.) | 

In the end, the game is still a lit- 
tle too short, but that is really the 
case with all shooters. The gameplay 
is varied enough to have shooter fans 
playing the game through more than 
once, but not the average gamer. So, 


' 


COMPATIBILITY | 


the gameplay/per dollar ratio is below 
average, but it’s a great ride while it 
lasts. What really sets Nanotek 
Warrior apart from the crowd, how- 
ever, is its unique look Cyou could 


almost refer to it as "Tron-esque" ), 
its high-resolution play environments 
and its many gameplay variables. 
The (revised) Bottom Line is that 
Nanotek Warrior, while not perfect, 
is the best shooter available on the 
PlayStation and thus gets the bump 
from Silver to Gold and a solid 92% 
— check it out. 


Dave 
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The gameplay is varied enough to have shooter fans playing |) 
| the game through more than once, but not the average gamer. | 
| So, the gameplay/per dollar ratio is below average, but it’s 


| a great ride while it lasts. What really sets Nanotek Warrior | 
| apart from the crowd, however, is its unique look (you could | 
almost refer to it as "Tron-esque"), its high-resolution play envi- | 
| ronments and its many gameplay variables. The (revised) Bottom | 
| Line is that Nanotek Warrior, while not perfect, is the best shoot- | 
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| er available on the PlayStation and thus gets the bump from | 
Silver to Gold and a solid 92% — check it out. 


PUBLISHED BY ACCLAIM AND DEVELOPED BY IGUANA 


Ah, the baseball parade keeps on march- 
ing this month, as we review Acclaim’s new 
title, All-Star Baseball ‘97 Featuring Frank 
Thomas. This is the sequel, if you will, to last 
year’s uninspired Big Hurt Baseball. For the 
‘9'7 season, Iguana has taken last year’s 
engine and tweaked the play mechanics and 
graphics to try and rectify some of the prob- 
lems. As you read on you will become aware 
that Big Hurt needed more than just a cos- 
metic once over, and that All Star ‘97 isn’t 
the new and improved version that every- 
one was expecting. To be fair, Acclaim has 
Iguana working on, what appear to be, at an 
early stage, some stellar titles, and that they 
obviously didn’t have the time required to 
create a completely new baseball engine. But 
that’s not a concern of yours or mine, we’re 
just here to play and review the latest offer- 
ing — so let’s have a look at it, up close and 
personal. 

Yes, this is the fourth baseball game I’ve 
reviewed over the last three issues, with the 
others being Triple Play 98 (Gold), VR 
Baseball ‘97 (Silver), and Grand Slam 
Baseball (Bronze). It’s a good thing I enjoy 
baseball games, because there are more to 
come from Sony, Konami and others. As I 
stated in last month’s review of Grand Slam, 
with this kind of competition out there, the 
games really need to offer something unique 
in order to stand out and, unfortunately, 
there’s nothing in All-Star Baseball ‘9'7 that 
puts it in another category. The batters are 
digitized, but turn into pixely sprites after 
they’ve made contact with the ball and begin 


running to first. There’s essentially only one 
camera angle that moves up or down (three 
heights: ground, medium, and high) and a 
“chase cam” that follows the bath of the ball, 
and only one pitcher/batter view. The options 
are limited to the standard fare like: diffi- 
culty (rookie or veteran), exhibition or sea- 
son play (26,52, or 162 games), the All-Star 
Game, Homerun Derby, and batting practice. 
In exhibition mode, you can elect to play 
in “quick mode”, which allows you only one 
strike, and you can also determine the num- 
ber of innings to be played — a good feature 
for you Little Leaguers out there. That pret- 
ty much sums up the options, although there 
are some others that don’t require men- 
tioning. 

As far as the non-option stuff is con- 
cerned (you know, things like graphics, playa- 
bility,sound) All-Star Baseball ‘97 falls short 
of the competition. Graphically, the play- 
ers are lacking in detail and polish — there 
are no names or numbers on the backs of 
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the players, and the uniforms and hats don’t 
have any logos either (keep in mind that 
this game is licensed by the MLB and 
MLBPA). It’s the green guys vs. the blue 
guys! When a player comes up to bat, you 
get a stat update and his photo in the net 
hand corner. Well, apparently 
not everyone was invited to the 
photo-op as some teams are 
missing as Many as a dozen 
players (you get the “shadow” 
face). Iguana probably should 
have just left the player photos 
out, if they weren’t going to 
include a better percentage of 
the rosters. The stadiums are 
not nearly as detailed as they 
are in TP ‘98, and some of them 
haven’t been updated 
(Oakland??). Gameplay-wise, 
the game gets mixed reviews. 
When playing with the “aut- 
ofield” option on, you’ll certainly 
give up less hits, but the sac- 
rifice of not being able to dive 
or jump after the ball is harsh. On many 
occasions the computer looked like it could 
have made the play if it dove, but just let 
the ball fall in for a single. On the other 
hand, if you play with “manual field”, you’ll 
be equally frustrated because your outfielders 
aren’t real precise in their movements (the 
collision detection is poor), and sometimes 
you get that dreaded “skating on ice” feel- 
ing. It is strange, though, considering that 
your infielders don’t have these same prob- 
lems. Grounders get scooped up nicely, and 
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turning a double play is a regular occur- 
rence. Regarding the AI, the computer does- 
n’t seem to run the bases very aggressively, 
as On many occasions it will hit a ball into 
the gap and not even attempt to go to sec- 
ond (or third, or home). The play-by-play is 
done by Giants radio guy Jon Miller (he of 
the wonderful “Japanese” Vin Scully imper- 
sonations) and is a terrific accompaniment, 
although, he is used sparingly. The average 
game time (you know I’m big on time) is 46 
minutes — just about the median for the 
four baseball games available. In the stats 
department, the game does not keep track 
of league leaders, only individual stats. 
Pitchers are updated on thirteen different 
categories, and batters get details on six- 


teen different statistics. Most disappointing, 
however, is that you don’t get an end of game 
box score — what’s up with that? 

In the end, All-Star Baseball ‘97 should 
leave no doubt that the reason it was even 
published at all was a corporate decision, 
rather than one made by the producers of 
the game. The title is sure to get lost in 
the myriad of baseball sims out there, and 
should make your decision to buy VR 
Baseball ‘97 or Triple Play ‘98 that much 
easier. 


In the end, All-Star Baseball ‘97 should leave no 
doubt that the reason it was even published at all 


was a corporate decision, rather than one made by 


the producers of the game. The title is sure to get 


lost in the myriad of baseball sims out there, and 


should make your decision to buy VR Baseball ‘97 


or Triple Play ‘98 that much easier. 
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Ok, so Gamera 2000 is a direct rip-off 
of Sega Saturn’s Panzer Dragoon — at 
least in the play mechanics depart- 
ment, but we say, “who cares?” This 
is one great, albeit short, shooter — 
even If you’re not a fan of Japanese- 
made creature features and don’t rec- 
ognize Godzilla’s pal, Gamera, the 
flying, tortoise-shaped, fire-breathing 
monster. In any event, this guy’s your 
buddy and comes along for the ride. 
Just as in Panzer Dragoon, the object 
is to fly through each of the seven lev- 
els taking down the bad guys by either 
shooting them with your ship’s stan- 
dard guns, or using your on-screen cur- 
sor to lock-on to the enemies and let 
Gamera take them out with his bad- 
“ ass breath. The 3D engine in this shoot- 
2 — er is really, really nice and, just like 
: : ' Panzer, you can rotate the view around 
your ship, using the shoulder buttons, 
in order to take on the onslaught of 
enemies coming at you from all sides. 
In between the gameplay, we’re treat- 
ed to FMV and CG-mixed, interactive 
cut-scenes — dubbed in English or 
Japanese — that could be compared 
to a mini version of a Wing Commander 
game. Over and above the non-stop 
action, great graphics and cool cut 
scenes, Gamera has a great soundtrack 
that really enhances the game’s fast- 
paced nature. Sources tell us several 
developers are taking a look at this | * 
title for an American release, although |] iieeeeeremeeame 
as of this printing nothing official has | 
been announced. 
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In Socniy, Taito must be renner some- 
thing right, as there have been three 
or four good, if not great, releases from 
them in the last month and a half 
(take a look at our EXPORT section in 
the last couple of issues and you’ll get 
an idea of what we’re talking about). 
They seem to be on a hot streak, ‘cause 
here comes another one along those 
lines, aptly titled Fighters’ Impact. 
While Fighters’ Impact pretty much 
looks like your typical, Tekkenish, 5D 
polygon, one-on-one fighter, it goes to 
sreat lengths to give the player some- 
thing a little different over and above 
the multitude of 3D fighting games 
already on the market. For example, 
each of the eight primary characters 
has three distinct, selectable fighting 
styles, such as Martial Arts, Wrestling, 
Karate, Hika, Aiki , Taekwon-Do and 
Street Fighting (depending on the char- 
acter you are using) that can be select- 
ed and combined to make a multitude 
of combinations and character fight- 
ing styles. The moves are pulled off 
like a Tekken or a Soul Blade, using 
standard double taps and the like. Like 
most 3D fighting games, there is a “3D” 
button which lets you sidestep attacks, 
as well as the usual assortment of spe- 
cial moves, juggles, combos and throws. 
The graphic environment is admirable, 
with 3D backgrounds and high-poly- 
gon count characters, while the char- 
acters themselves have limited 
texture-maps, giving them the ability 
to animate at a smooth, over 30 frames 
per second rate. While there is no word 
on an American release for this title, 
it might see the light of day over here. 
We’ll keep you posted. 
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A strange and disappointing decision was 
recently made to NOT bring Squaresoft’s 
high-resolution masterpiece, Tobal 8, 
to the American market. The official 
Square/Sony line is that there is too much 
Japanese text to translate (presumably 
in the Quest Mode), making it next to 
impossible to localize and release it in a 
timely fashion. Whatever the reason may 
be, it’s too bad, because the sequel is that 
much better than the first. In Tobal 2, 
the graphic engine has been refined, 
adding more high-resolution textures and 
SD backgrounds while keeping the game 
running at the same super-realistic 60 
frames per second. There are literally 
hundreds of new/hidden characters, new 
moves and the addition of trajectories 
(fireballs) and the like that you can 
charge up and use as a desperation 
attack. AS a bonus, Square has pro- 
grammed the game to utilize Sony’s new 
analog/force feedback pad (which is cur- 
rently available in Japan, but won’t be 
released until September over here) to 
the extent that you get some good vibra- | Wi iabaamsianeasbliedatte. 
tions every time you charge up fora fire- || tas 
ball or release a particularly nasty combo 
— kind of gimmicky, but cool none the 
less. Even the quest mode from the first 
has been enhanced, adding super high- 
res textures, wide open environments 
and a more, RPG-like experience than 
last year’s enclosed dungeon romp. While 
it’s definitely a bummer we won’t be see- 
ing Tobal & stateside, there is always the 
Sony/Square will change their minds. 
We’ll keep you posted. 
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THE OFFICIAL STRATEGY GUIDE The Gtticict Strategy Guide 


Credit Card Orders, Call 
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Get a FREE copy of Crash Bandicoot’ The Official Strategy 
druide when you SUBSCRIBE to the best, the only, monthly 
dedicated PlayStation® magaxine — PStistreme! | eames sige 

To order by mail, send a check or money order made payable to: | come camamasets 
Dimension Publishing * 1175 Chess Drive, Suite E, Foster City, CA 94404 


Mexican and Canadian orders $39.95 for subscriptions plus $3.50 shipping & handling for the Crash Guide. Foreign orders call for pricing. 
Allow 6-8 weeks for delivery. CA residents add $0.66 sales tax to strategy guide orders. 
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Pandemonium. Inside the U.S., add $1.50 per guide for shipping and handling. Canada & Mexico add 


ping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot, Tomb Raider or 
$3.50 for shipping and handling. Foreign orders call for pricing. 


_ The PS Extreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along | 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 
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Rage Racer 
Soul Blade 


GOLD GAMES 


Carnage Heart 
FIFA ’97 

Ten Pin Alley 
Namco Museum Vol. 3 

In the Zone 2 

Powerslave 

Ballblazer Champions 
Crusader: No Remorse 
Need for Speed II 

Vandal Hearts 

Power Move Pro Wrestling 
Broken Helix 

Thunder Truck Rally 
Norse by Norsewest 
Triple Play 98 

King’s Field II 
ir SIE 


Suikoden 

Mech Warrior II 
Herc’s Adventures 
Swagman 

Dark Forces 

Hard Core 4x4 
Psychic Force 
Spider 

Super Puzzle Fighter I] Turbo 
Persona 

3D Baseball 

Jet Moto 

Area 51 

Cool Boarders 
Project X 

Tempest X 

Virtual Pool 

The Atari Collection 1 
Command & Conquer 
Nanotek Warrior 

Test Drive: Off Road 
Rebel Assault 


~~ 98-100% 


c—> The ultimate gaming 
— experience. 
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~ February 1997 
April 1997 
March 1997 

ISSUE; 
March 1997 
January 1997 
February 1997 
February 1997 
January 1997 
February 1997 
May 1997 
March 1997 
June 1997 
April 1997 
January 1997 
May 1997 
June 1997 
May 1997 
June 1997 


May 1997 
January 1997 
April 1997 
June 1997 
June 1997 
January 1997 
January 1997 
February 1997 
March 1997 
February 1997 
February 1997 
January 1997 
January 1997 
February 1997 
February 1997 
February 1997 
February 1997 
February 1997 
February 1997 
March 1997 
March 1997 
April 1997 
February 1997 


90-97% 
“Must buy” games; each 


carries our editor’s seal of 
approval. 


January 1997 it _. 


98% 
98% 


RATING 


97% 
95% 
95% 
94% 
93% 
93% 
93% 
92% 
92% 
91% 
91% 
91% 
91% 


Good games, but lacking ‘Gh 
“| in some area; for fans of < 
that style of game. 


Wild Arms 

VMX Racing 

Goal Storm ’97 

NBA Shoot Out ’97 

Big Bass World Championship 

Wing Commander IV 

ReeLoaded 

Peak Performance 

Namco Museum Volume 4 

2XTreme 

Overblood 

Mass Destruction 

Mortal Kombat Trilogy 

Battle Arena Toshinden 3 

Dare Devil Derby 3D 

Xevious 3D/G+ 

WCW vs. the World 

Tigershark 

BRONZE GAMES 

Open Ice 

Tail of the Sun 

Descent Maximum 

Brahma Force 

League of Pain 

Grand Slam Baseball 

Rush Hour 

Sentient 

Megaman 8 

The Divide 

Crypt Killer 

Rally Cross 

Independence Day 

NBA Live ’97 

Hexen 
__TIN GAMES — 

Samurai Shodown III 

Battlestations 

Starwinder 

The City of Lost Children 

The Crow 

Incredible Hulk 

Dragonheart 

NCAA Final Four 

Batman Forever 


70-79% 
Mediocre titles that 


suffer from some serious 
flaws. Rent — don’t buy. 


84% 
84% 
Ba% 
84% 
84% 
83%, 
83% 
83% 
83% 
82 
82%, 
82% 
82% 
82% 
ar% 
80% 
8074 
80% 
ISSUE RATING 
79% 
78% 
77% 
77% 
77% 
77% 
76% 
76% 
76% 
76% 
75% 
75% 
74% 
7a 
| April 1997 70% 
69% 
69% 
68 
e7% 
62% 
60% 
30% 
22% 
15% 


0-69% 
Tin games are to be avoided 


at all costs. Only die-hard 
gamers would buy these. 


MAS SYSTEMS 
SONY PLAYSTATION © NINTENDO'64 


¢ All home systems are currently supported 
¢ Only Industrial components (Ultimate Joystick and Push Buttons) 
are used for the Real Arcade feel 


¢ Unique Quality double-sided Printed Circuit Board can control 
up to three (3) systems simultaneously 
¢ Reliable single High-Performance RISC-like CPU 
(Microchip® 8-Bit CMOS Microcontroller) running @ 20 Mhz 
¢ Quality Arcade construction using 3/4" Melamine Fiberboard 
¢ Heavy-Duty and High Reliability 


Mas Systems introduces its new re-designed Super PRO-STICK Arcade controller in a rugged quality wooden case, capable of supporting 
up to three different systems at the same time. Ideal for most fighting games, such as the Street Fighter and the Mortal Kombat series. The 
unique RISC-like CPU Microcontroller operating at high speed (20 Mhz) has low power, and yet high performance, handles all the 
interfacing between the mechanical parts and the host system. 

The Super PRO-STICK enables easy addition of systems. Mas Systems also adds systems upon customer's request at its option. Updates 
are also available in kit forms (Microcontroller, passive components, cable, solder, wires, and instructions) by mail at a nominal charge. 


1.No purchase Necessary to enter: To enter, send July 30th 1997. Dimension Pub! as undeliverable will result in 3. Winners: winners will be determined by a 


lishing is not notification as stamped, self addressed envelope to Dimension 
your name, address, age and phone number to responsible for lost, late, mutilated, illegible, disqualification and an alternate winner will be random drawing of all valid entries received by Publishing/Mas Systems Winners List, 1175 
Dimension Publishing 1175 Chess Dr., Suite E, incomplete or misdirected entries. selected. Employees of Mas Systems and the sponsors, whose decisions are final. All Chess Dr., #£, Foster City, CA 94404 
Foster City, CA 94404. Only one entry per 2. Eligibility: Promotion open to residents of Dimension Publishing, their parent and affiliated winners will be notified by mail. 5. Restrictions: Void where prohibited or restricted 
person. Entries must be received no later than United States only. Return of any prize/prize companies and their families are not eligible. 4. Winners List: To obtain a list of winers, send a by law. 


WE ALSO CARRY A FULL LINE OF HIGH QUALITY 
Ram, ARCADE-S TYLE PERIPHERALS 


This is simply the best Analog RGB monitor in the Arcade industry. Experience the highest levels of video performance from this 


M ON ITORS! top quality industrial analog RGB monitor. If quality means more to you than anything else, you'll love this unit. It will deliver the 
4 sharpest, cleanliest true color possible — outperforming the commonly found S-Video format in most high-resolution TV/Monitors 
— , by a mile. 


The color is dead-on, and the picture's depth and details will surely impress you. The set is built using the latest Arcade 
construction method, with the screen protected by a 3/16" tampered glass. As a matter of fact, the monitor is designed for real 
Arcade games, for use with the Super NOVA Arcade System. It also can be used for all home game consoles such as the 
Nintendo® 64, and the T™, 


e CRT Sizes (diagonal measure) Available : 19", 25", 27", and 33" 
e Prices : 19" ($645), 25" ($845), 27" ($1045), 33" ($1995) 


‘ = Imagine enjoying the The Super NOVA Arcade System brings you the real Arcade Experience home. 
AR CAD E arcade experience in It comes with everything you need to play REAL ARCADE game boards - such S U fF E Fi 
GABINETDNS. your own home. We as Tekken 3, Super Street Fighter 3, and X-Men vs Street Fighter in the comfort 

> ebancat can custom build of your home. There are three (3) different types of Video formats provided: INI aw A 
‘ -* arcade cabinets to suit | ¢* Analog RGB Output - the "Best" possible picture. 
—- your every need. Our e S-Video Output (Y/C) (highly recommended) 
REF 


cabinets are of the ¢ Composite Video Output 
highest quality and The Super NOVA system also allows the Left and Right Audio Outputs tobe 
feature all the same hooked up to a HI-FI Stereo system using standard RCA plugs. A built-in’ ag 


—_ professional arcade four-inch (4") speaker means that is is a totally portable unit, complete 
es ee components as our with two single individual arcade controllers for Player 1, and Player 2. 
, entire product line. Additional and custom controllers.can be ordered seperately to b | | A 
IF | 


accommodate games that require more than two (2) players. 
Super NOVA Price : $295 


Call for pricing 


Deception, Fighting, Breeding Monsters. 
What a way to run a business! 


